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As revealed in January's 
Computer Gamer, there are 
to be two Amatrad versions 
of CRL's mega game, Tau 

C8 The tape version will 
benefit from the Amstrads 
superior graphics capa- 
bUtties but the d^k version 
will include additional 
features such as libraries 
and time vaults. 

The libraries are add* 
tional buildings found tn 
the games cities where you 
can tock your Gal-cog. lander 
and call up entries on 
almost anything to provide 
background information to 
the game and possibly an 
important clue. 

The time vaults add a 
new dimension to the game 
imeywresentnotonlya 

puzzle in the combination 
To solve but also a surprise 

inside. They may be an ex- 
tra weapon or shield 
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vour ship or it may be an 
angry alien that has been 
trapped inside 

finally. CRL are plann- 
ing two similar C64 ver- 



sions with the tape carry- 
in* the game in its simple 
firm anS a special disc ver- 
sion with even more added 
features. 










Ghosts & 
Goblins. 

Ghosts and Goblins are set 
to haunt Spectrum, C64 
and Amstrad Computers as 
Elite attempt to follow up 
their success of Comman- 
do, 

The coin-op machine was 
first seen at the Associated 
Preview 86 show and 
features your attempts to 
find treasure in some very 
curious locations, in- 
cluding a graveyard. 

During your quest you 
will also find magical ar- 
mour and weapons and bat- 
tle with skeletons, zombies 
and giant snakes that fire 
fireballs from their eyes. 




Elite are also set to 
release computer versions 
of arcade games Roller 
Coster and Bombjack but 
the illfated Scooby Doo has 
been postponed again. 



Roller Coaster wtll be 
available in C64 and 
Amstrad, disc and tape ver- 
sions and Bombjack will 
also have a Spectrum Con- 
version. 
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Lucasfilm's next 
games 

Computer Gamer can now 
exclusively reveal that the 
next two games from top 
software house Lucasfllm 

tames will be "Mists of 
anon" and "Labyrinthe. " 
Mists of Xenon will 
return you to the planet 
featured in their previous 
Praotulas games "Rescue 
on Fractulas' and 
"Koronis Rift." This time 
your mission is a more 
strategic game will be to 
destroy the enemy gun 
emplacements that gave 
you so much trouble in the 
other games. 

Mists of Xenon should 
be available in the summer 
and will be followed by 
Labyrinthe which is to be a 
3D maze game similar to 
the Eidolon. 




The gun emplacements are the target in Mists of Xenon. 



Ski Champ 

Ski Champ will be the 
next In the "Champ" series 
of sport simulations from 
New Concepts and will use 
a keyboard overlay shaped 
like a pair of skis to control 
the game. 

using the system 
pioneered in Surf Champ, 
which is reviewed 
elsewhere in this transmis- 
sion, the player can control 
his skier down several 
courses including a 
downhill run, slamom and 
obstacle course where you 
muBt avoid hazards such as 
trees, snowploughs, groups 
of kids, cliffs and warning 
notices, 

Your performance down 
the courses will depend on 
everything from your 
knowledge of skiing to the 
equipment and clothes you 
selected from the ski-shop, 

Ski Champ will be 
available lor tne Spectrum 
and will cost £7.95. 
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The visitors from the 
science fiction series V will 
invade Spectrum, C64 and 
Amstrad computers at the 
end of March. 

In the game you play 
resistance leader Mike 
Donovan onboard the 
visitors massive mother- 
ship. This consists of 5 ver- 
tical planes of 16 screens 
across with a depth of 8 
screens. Your mission is to 
destroy the mothership by 
blowing up the reactor. 

To do this you will have 
to find equipment spread 
throughout the ships 8 
laboratories. 

In your way are the 
lizards themselves and 
three types of robots. 
Maintenance robots drift 
along the ceiling zapping 
alien particles with their 
lasers (and that includes 
you) whereas sensor and 
security robots are a more 
obvious threat. 

Donovan can 
with his own 
since this has 
charge he must 
the maintenance robots 
and leap over the others as 
in Impossible Mission. 

The screen display is 
split Into three sections 
with the top two showing 
part of the level you are in 
and the one above. In the 
bottom of the screen is a 
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strange device known as a 
communiputer. Through 
this you can monitor the 
lizards radio messages 
useful as they may be 
reporting where you were 
last seen), open security 
doors and even send 
messages of your own to 
confuse the visitors that 
are hunting you down. 







David Hambly 

— The Micro Wizard. 

Micro Magic 

Soon you will be able to 
teach your computer some 
new tricks with the help of 
the Micro Wizard, David 
Hambly. 

David is a professional 
magician who has been 
featured many tames on 
television including pro- 

{rammes like Database, 
ebble Mill at One and the 
Thames Telethon. 

He has pioneered a new 
branch of magic using com- 
puters as his assistants and 
now through the "Magic 
Box" some of his secrets 
could be yours. 

The "Magic Box" will be 
a book/tape package pro- 
viding explanations and 
the software necessary to 
perform tricks as diverse as 
card tricks, book tricks, 
mathematical muddlers 
and telepathic and ESP ex- 
periments. 

David 's next trick will be 
to find a software house to 
publish the "Magic Box" 
and we'll reveal all as soon 
as this happens. 

Off the Hook 

Off the Hook is the charity 
compilation tape followup 
to Softaid which raised over 
£350.000 for famine relief 
in Africa. 

This time the charity 
deserving your support is 
the Princes Trust for Drug 
Abuse Rehabilitation. 

The Off the Hook tape 
will cost only £6.99 and 
will contain programs from 
top software houses In- 
cluding Activision, Beyond, 
Firebird, Gremlin 

Graphics, US Gold, 
Ultimate, Melbourne House 
and Ocean. The actual 
games are still to be finalis- 
ed but it is obvious that the 
tape will be excellent value 
for money and about £4 of 
the cost will help a charity. 

The project is being plan- 
ned by Rod Cousens, the 
man behind Softaid, who 
hopes to have a Spectrum, 
C64, BBC and Amstrad tape 
out by the end of March. 







QL Games 



Sinclair have released 5 
new microdrive cartridges 
to the delight of a game 
starved QL market. 

The releases include Z 
adventure packs, two plat- 
form games and a word 
game called Fictionary that 
is reviewed in this trans- 
mission of Gamer. 

Adventurers will relish a 
fantasy adventure called 
Pawn and a Classic adven- 
ture pack containing "The 
Adventure", a version of 
the game that started it all 
and the excellent Mordens 
Quest, 
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Bounder and Cavern are 
two typical platform games 
each featuring over SO. 
screens of fiendish action. 

Each game is accom- 
panied by full Instructions 
and a blank cartridge to 
backup the game and cost 
around £13. 
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Super Bowl XX 

Now you can re-enact the 
battle between the Chicago 
Bears and the New England 
Patriots for the Super Bowl 
in the comfort of your own 
home. 

The official NFL endors- 
ed American Football com- 
puter game is to be released 
soon by Ocean. 

The game will allow 
either one op two gridiron 
groupies to do battle on a 
spilt screen display used to 
illustrate half of the foot- 
ball field, on the left hand 
side and game statistics 
and two TV monitors on the 
other side. 

The monitors add im- 
pressive graphics to the 
game since the players are 
only represented as marks 
on the field display. 

One monitor follows the 
offense as the ball is snap- 
ped to the quarterback and 
then either passed to a 
receiver or handed to a run- 
ning back for a gain or loss 
of yards and perhaps even a 
touchdown. 

The other monitor keys 
on the defences attempts to 
stop the play and generally 
make life as difficult as 
possible for the quarter- 
back. However some impor- 
tant decisions have to be 
made before the play can 
begin. 

The team on offense 
(probably Chicago if the ac- 
tual Supobowl is anything 
to go by) initially selects 
either a long pass, short 
pass, run or special play 
which includes odd things 
like field goals and punts. 

Selecting one of these op- 
tions leads to other menus 
that define the play fully. 
For example designating 
pass receivers and even the 
patterns that they may 
run. 

The defense then sees 
this general formation 
displayed on the screen and 



must then select their own 
formation, 3 4 4, 4 3 3, blitz 
and so on and then can go 
on to specify assigments for 
each defensive player. For 
example he may assign 
four to clobber the quarter- 
back, two to mark the 
receivers and the rest to 
stop anything else that 
moves, 

Once that lot has been 
decided the play Itself can 
begin. 

As the quarterback 
takes the snap the offence 
oontrols him with his joy- 
stick. Pressing the button 
will pass the ball to the 



designated receiver. 
However if he is being 
marked by the defense 
(who can directly control 
one of five of his players 
with his Joystick while the 
others do their assigned 
tasks) he can use the 
loystick to select one of 
four other receivers. 

Superoowl should be 
available in the shops as 
you read this in C64, Spec- 
trum and Amstrad versions 
and will cost £9.95. 

Order the next trans- 
mission of Gamer now to 
read a full in depth review. 






Gargoyle go on 
the D&D Trail 

Gargoyle Games are the 
latest software house to at- 
tempt to recreate the action 
and atmosphere of a 
roleplaying game on the 
computer screen. 

Their forthcoming game. 
Heavy on the Magick, is a 
marked change from their 
usual style that produced 
games like Dun Darach and 
Sweevos World. 

The games main 
character will be an ap- 
prentice Sorceror who has 
been thrown into the mid- 
dle of a deadly dungeon 
following an argument 
with a rival magician. This 
character will appear on 
the screen in large 
graphics, about 2^4 inches, 
with everything else in 
scale. 

Gargoyle have opted for 
single letter keywords to 
control your character. For 
example "m" for move and 
"o" to open. Sensibly the 
program will assume you 
want to open the nearest 
door which allows you to 
concentrate on the pro- 
blems laid before you. 

Most problems that you 
will face will come in a 
hairy or slimy form which 
can be fought with either a 
sword or magic. Magic 
won't be easy to use as 
you're used to. As you 
won't just find scrolls with 
spells lying around. In- 
stead you'll have to build 
them yourselves. For ex- 
ample your power to 
transform objects may be 
greatly improved if you 
have an effigy of the object 
in question. 

Once you ' ve mastered 
the spells you'll be able to 
make yourself invisible, 
levlate objects and even 
animate objects. 

Heavy on the Magick is 
planned for release at the 
end of March 
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Alligata Bites 
Back! 



Alligata Software the Shef- 
field^ based oompany that 
came into the news recently 
after it's law suit with Elite 
over the Commando/Who 
Dares Wins argument, is 
due to launch two new 
games. 

The first is to be called 
"Ark Pandora" and will be 
available on their 'Kino' 
label. It Is a 94 soreen, icon 
drive, graphics adventure. 

Set on a desert isle, the 
game sets you as a 
murderous pirate that has 
to free the peoples of the 
island from the equally 
murderous tyrant that is 
currently ruling over them. 

Eliminate him and you- 

Sain your own freedom, 
lso included in the 
package is a screen 
designer that will allow you 
an almost infinite variation 
on the game. 

The second game — 
"Meltdown" is fop the 
Amstrad CPC 6128 disk on- 
ly. Though a. cut down ver- 
sion will appear on tape for 
the lesser Amstrads, The 
game has full 3D high res 
graphics and speech, 

The idea behind the 
game is to stop the 
meltdown that is threaten- 
ing to happen to a SDI 'Star 
Wars' HQ on the moon. The 
nuclear reactor there is 
looking like it's going to 
blow. The game boasts a 64 
location 8x8 maze, 18 tasks 
of skill speed and en- 
durance, with a major 
game between each level. 

The game takes up the 
entire side of a 170K 
Amstrad disk, 

Logging onto terminals, 
code breaking, hacking, are 

Kst a few of the activities 
volved in getting from 
level to level. While The 
President's Brain, Elec- 
trocircult, or Hackspeak 
are games within games. 

The 64K version will 
have no speech and only 
one of the games. 

Meltdown will be 
available towards the endof 
March at £8.95 for the tape 
and £14.95 for the disk. 
Ark Pandora will cost £9.95 
and will be available on 
tape or disk, and should be 
out now, 
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The Winners get 
their Awards 

Last month the software 
industry gathered at the 
Regent Palace Hotel in 
London's Picadilly to 
receive their 1985 Game of 
the Year Awards. 

The awards were the 
result of a readers poll held 
in Gamer and the full 
results were printed In the 
last transmission. 

Turn now to page 96 to 
see whether you won the 
fantastic prize on offer to a 
lucky voter. 



Robert Stailibrass ((Firebird) accepts the hologram 
award for the best game, Elite, from Gamers Editor. 




Computer Gamer 

HE GAME 




Tense discussions before the presentations. 



Mike Mahoney (Alligata) 
can't wait to read 
the latest Gamer, 




An alien lifeforce has found 
refuge tn your Spectrum. 
It's memories are shattered 
its secrets hidden. In the 
first program for CRL's 
"experimental" software 
label, Nu Wave, you have to 
talk it out. 

By answering ID'S ques- 
tions and by asking your 
own you will gradually be 
able to repair its personali- 
ty 



This process isn't going 
to be easy as ID'S moods 
fluctuate dramatically 
from sad to happy, trsutlng 
to annoyed and even 
scrungy to dribbly. 

All the time you must try 
to build on its trust until 
finally you will find 
answers to some of your 
own questions. 

CRL are also working on 
a games creator which will 
allow you to simply write 
programs like Knight Lore 
and Sweevo's World, 
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Basildon Bond 



"THE ADVENTURES OF BOND . 

BASILDON BOND" 
Starring 

RUSS ABBOT 

Featuring 

COOPERMAN, BLUNDERWOMAN, BOND 

Under strict and confidential orders from P, who 
has been re-named B, to confuse the KGB, Bond 
has been assigned to rescue Russ who is being held 
captive by a rival comedy act, in the dungeons of 
the television studio. 

Traps, puzzles, jokes, fight sequences and 
famous characters are combined to produce a 
funny and slightly hilarious arcade adventure. 



Featuring Russ Abbots New Single 
"LETS GO TO THE DISCO" 



Available for the Commodore 64 

Soon available for the Spectrum & Amstrad 



new 

£9.99 cauotte 



OlMtti 

£13.99di. h 




The most amazing arcade adventure to be 
released for the Amstrad is NOW available 
for (he Spectrum. 

Amstrad Action Review — A. A. Rave 

Graphics 94% Sonics 75% Grab Factor 85% 
Staying Power 89% AA Rating 87% 

Amstrad £9.99 Cassette. £13.99 Disk 
Spectrum 48K £8.99 
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Screen shots from Amstrad version 

I 1 





55 MITCHAM ROAD, LONDON SW17. Tel: 01-672 9179 
Selected titles available from _^ 

W.H. Smith m'^j^ Laskys and all good software retailer? 




There are no rules in the 
Arena - or are there? Mike 
Roberts puts the ultimate 

battle zone under the 
tactical microscope. 





Cross Country Icon. 
Slower, but more 
direct 



Message Line. 
Communication from 
your drone tanks 
comes in here 



Move icon. Also 
doubles as compass. 



Road Icon Roads are 
taster but roundabout 
and liable to 
congestion 




Radar screen — 
inactive in arena 
mode 



Amunition left — each 
tank slarts with 10 
rounds apiece. 



Plan vtew of Arena. 
Your positions show 
up as flickering dots 



Mine Icon. Only used 
for light tanks which 
have three mines 

each. 



Battle Icon. Freezes 
action in the arena 
and goes into Battle 
Mode 



Tank Icons. From t to 
6, colour indicates 
status. 



Damaoe indicator 
When it's red — 
you're dead* 



Radar Contact Icon. 
Flashes when an 
enemy tank is sighted. 



Arena is the latest game 
from the long established 
software house Lothlorien. 
Tolkein fans will also 
remember Lothlorien from 
The Lord of the Rings, as 
one of the mythical lands in 
Middle Earth — (I just 
thought that I'd mention 
that, having Just seen the 
film on telly and thought 
'gosh, so that's where they 
got the name from) — but 
back to the plot. 

Lothlorien have been 
quiet recently, their last 
game came out some mon- 
ths ago, and Arena is the 
result. The game is broadly 
based on the Battlezone 
type of scenario, 3D tanks 
etc, but with a whole lot 
more included. 

Let me set the scene. It is 



the latter half of the 21st 
century. The planets of this 
and further solar systems 
are colonised- The threat of 
using this high technology 
to resolve an earthbound 
conflict worried most peo- 
ple (in a similar way to the 
nuclear overkill situation 
today) so the Arena laws 
were passed , This meant 
that returning space fleets 
were riot allowed into the 
solar system, war was 
abolished, and a system of 
resolving desputes in the 
arena was developed. Op- 
posing sides would battle it 
out in tanks in a massive 
battle area on the coast of 
Sweden* 

One champion from each 
side would control a com- 
mand tank with five other 




slave tanks. The previous 
English champion was 
creamed by the Welsh dur- 
ing an earlier bout, it is up 
to you to restore 
honour. . , 

The game is a pseudo- 
strategy game that will give 
the strategists amongst us 
a good run but not get too 
boring for the rest of the 
assembled game playing 
fraternity. 

There are two screen 
modes in the game, one is 
arena mode, where you can 
see a portion of the arena 
from a bird's eye view, and. 
the other is battle mode, 
which is like Battlezone — 
but more about that later. 

Arena mode is where 
you will spend most of your 
time. This is where you can 



see the status of all your 
tanks, some of the enemy 
tanks, and give out the ap- 
propriate orders, and work 
out the ways to eliminate 
the bad guys. 

The game is Icon driven, 
with all available options 
being represented by little 
pictures, and a joystick 
driven cross can be used to 
choose which will be the 
lucky instruction to be 
used. 

There are five status 
Icons, Ammo — gives the 
ammo level for the current 
tank. Position — a road 
map of the arena with your 
cu rrent tank positions 
marked. Radar — flashes if 
any of your tanks is pick- 
ing up a signal. Damage — 
how badly off your current 
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Radar. Indicates your 
and your enemies' 
position Also shells 
and obstacles. 



Compass, Shows 
which direction you 
are pointing. Used in 
conjunction wrth the 
Radar 



tank is, and Statue — this 
tells you what your cur- 
rently selected tank Is up 
to. 

You wiU notice my use of 
the phrase 'currently 
selected tank ' this Is 
because you can only in- 
struct one tank at a time — 
though all the other tanks 
can be carrying out already 
pre-defined orders. To 
select a tank you position 
your cross on one of the 
tank Icons (six of them 
from one to six along the 
bottom of the screen). 

Once you have selected 
your tank you can instruct 
it with one of the five in- 
struction Icons. They are: 
Drop Mine — this is only 
applicable to the type of 
tank that carries mines, 
selecting this will drop a 
mine in the current posi- 
tion, though don't hang 
about too long or you'll get 
hit instead. Battler — this 
select the route Icon as to 
and Overland are used with 
the movement Icon. Selec* 
ting the movement Icon 
Freezes all the action and 
allows the tank to be 
directed at a destination. 

To do this you select 
move, and a square will ap- 
pear on the map. Move the 
square to the desired posi- 
tion, and press fire. The ac- 
tion will then re* 
commence, and you must 
select the rout Icon as to 
whether you want the tank 
to move overland (more 
direct, but can be slow for 
some tanks) or by road 
(fast, but indirect and can 
get congested). 

The tank will then plod 
on relentlessly towards 
that spot, meanwhile you 
can get back to doing other 
things. Whilst your tank is 
moving its con will flash, so 
you know what is happen- 
ing. 





On contact with the 
enemy, the radar Icon will 
flash and you must check 
all your tanks in turn 
(selecting a tank Icon 
causes It. and its near area 
to be thrown up on the 
screen). If an enemy tank is 
in line of sight with one of 
yours (ie. no trees, hills, or 
buildings in the way) then 
he will appear on the screen 
as well as yours . Alter- 
natively you may find out 
about him when the 
message 'Tank number 4 
under attack', but by that 
stage it Is usually a bit late 
as your solitary armoured 
car Is obliterated by five 
enemy tank destroyers! 

If you do spot an enemy 
fairly close, then plot a 
path to him with one of the 
route Icons — wait until 
you get real close (perhaps 
dropping a few mines for 
good measure) — then 
select battle mode. Battle 
mode gives you 3D wire 
graphic picture of the 
surounding area of your 
tank, including aU trees 
and buildngs (good for 
hiding behind). The direc- 
tion indicator and radar 
scope come into play now, 
so that you can see some 
distance. Once you have 
found your target it is time 
to battle. 

All tanks carry 10 
shells, but tanks have dif- 
ferent weaponry and ar- 
mour — so don't be sur- 
prised if two hits from 
Welsh tank destroyer will 
wipe out. whilst 10 direct 
hits from your hovertank 
don't so much as scratch 
his paintwork. 

Tne battle sequences are 
very similar to Battlezone, 
except that only two tanks 
can be controlled at any one 
time. So occasionally you 
can find a non -moving 
tank, which will be a sitting 
duck. Mind you, whilst you 
are eliminating it and using 
up all your precious ammo, 
the real (moving) baddy 
will be oomng up your tail. 

There are a number of 
different arenas, with dif- 
fering roads, rivers, and 
ammo dumps, and four dif- 
ferent types of tank — 
though you can't have a 
mixed group of tanks. These 
range from the previouslt 
mentioned heavy tank, to 
the light and hover tank, 
which maneouvre well, to 
the radar transparent 
stealth tank. 

To sum up, this is one of 
the best tactical (rather 
than the over used phrase 
'strategy') game that I have 
seen on the Spectrum. And 
I am looking forward to 
when it gets brought out on 
one of the more advanced 
-machines — then it should 
be incredible! 



_ 
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Whilst at the BACTA ATEI 
show (the one featured in 
Coin-Op this month, 
elsewhere in the issue) I 
was confronted by a larger- 
than-life American with a 
transit van — well, u look- 
ed like a transit van. It was, 
in fact, the latest in amuse- 
ment part/ fairground 
'rides'. 

Broadly based on the 
technology developed by 
Redlfusion. SR2 is similar 
in concept to the type of 
llator that airlines and 
:>rces have been using 
for years. The minibus size 
cabin seats 12 people who 
look forward at an or- 
dinary film screen. All the 
seats nave seatbelts, so this 

no ordinary cinema. 

The whole arrangement 
is mounted on a set of 
hydraulic rams {are you 
beginning to get the idea 
yet?), which in turn is con- 
nected to a small computer. 

Doron Precision Systems 
Inc (with a name like that, 
it comes from America of 
course) make a set of films 
and cartridges whioh they 
call 'swear-you -are-there 
programmed adventures' 
(not only are th 
American, but they come 
from New York!). 

So, that's the theory — a 
computer throws the oc- 
cupants around in syn- 
chronisation with a film 
with extremely loud stereo 
sound. 

In practice, it is one of 
the more interesting uses 
that I have seen a computer 
put to use on. We rode with 
the demo tape. This is a five 
minute long sequence of 
ie of the 12 programs 
available to the system 

You start by being towed 
up a rollercoaster, this is 
followed by a few dips and 
loops (being thrown around 
of course!) and into a tun- 
nel. Out of the tunnel and 
you are flying in a banking 
diving aeroplane. 

Then comes the Cresta 
run (at this point you feel 
you ought, to have brought 
a small paper bag!) with no 
holds barred as you slide 
all over the place. Also in- 
cluded is racing in a Mazda 
RX7 and more roller 
coasterlng. 




That was only a taster, 
but it wasn't half good. 
Other cartridges available, 
but unfortunately not 
sampled by us. include 
more rollercoasters, sports 
car chases through Atlanta 
and Paris. Barnstormer, 
which is a ride in an 
acrobatic biplane. Carrier 
Fighter, puts you in a jet 
fighter — take of, traverse 
hostile territory, and land 
on an aircraft carrier. 

Starfighter — one I sore- 
ly wished that I could've 
had a go on. battling 
beyond the stars in deep 
outer space. Thunder River 
puts you on the white water 
through a Texas canyon on 
a raft. 

Wild ice is a longer ver- 
sion of the previously men- 
tioned bobsled run. Moun- 
tain twister is skiing down 
a mountainside, and silent 
depths is a submarine se- 
quence. 

Unfortunately most of 
these are not available in 
Britain at the moment, so 
you will probably only find 
the rollercoasters and the 
compilation tape available, 
but you can always hope. 

Actually In the machine 
is a real experience, The 
front sets are best, because 
the screen is a bit small. 
But, apart from that the ex - 
perience is well worth 
sampling. The machine can 
go to 18° of tilt in any 
direction. 18° is quite a lot, 
especially when it is very 
fast. After the show I was 
getting quite used to being 
thrown about, but in total 
darkness, with 50W stereo, 
and a mad computer trying 
to shake you up, it can be 
difficult remembering that 
you are still on the ground 
(or at lest within 10ft of it)! 

Thanks to the Smiling 
Lion COmpany and Doron 
for their co-operation and 
help. 
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! 1 Plastic Library Case worth M 
when you buy 10 Disks 

FREE!!! Perspex Disk Storage Box worth 
£10 when you buy 50 Disks 

r0- 5i" SINGLE SJ06D/DOUBU DENSITY f *\ 

BLANK DISKS (with FREE case) 

10 - 51" DOUBLE SIDED-'DOUBLE DENSITY 
BLANK DISKS (wKh FREE case) 

50 - 5r SINGLE SIDED/DOUBLE DENSITY 
BLANK DISKS (wWi FREE Storase Box) 

50 - 5i" DOUBLE SIDEDvDOUBLE DENSITY 
BLANK DISKS (with FREE Storage Box) 
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ATTENTION! 

CBS COLECO VISION OWNERS 
SPECIAL SALE OFFER! 



THE FOLLOWING GAMES ARE NOW AVAILABLE; 



MOUSETRAP: 
CARNIVAL; 

SMURF: 
SPACE FURY: 
SPACE PANIC: 



COSMIC AVENGERS: 
DONKEY KONG: 



SMURF PAINT & PLAY 

VICTORY: 

VENTURE: 

BLACKJACK/POKER: 

TELLY TURTLE: 

G0RF: 
MR. DO: 

LOOPING: 
LADY BUG: 



The mouse tries to get the choose before the cat 
gets him: to the cats surprise the mouse can 
change into a dog at any time* 
Shoot the ducks + rabbitsat the world champion- 
ship shooting contest, but be careful because 
the rabbits could eat your ammunition before 
you shool them. 

Mr Smurf tries to rescue Mrs Smurf from the 
castle. Against unusual obstacles he reaches the 
castle to rescue her. 

You are confronted by enemy space ffeet trying 
to group Into a super fleet* They must bo 
destroyed before they become invincible. 
Trap the monsters in the holes before they turn 
tnto the super blue monsters. But walch your 
oxygen. 

Bomb the enemy bases * under the sea. 
Mario must rescue his girlfriend from tho ape, 
who has her trapped at the top of the grid, 
avoiding, the barrels he throws. 
Smurfs will help you create pictures on your 
screen from any objects. 
Protect earth from the aliens in space, using 
radar and the Doomsday device to destroy them 
Capture the treasure from the Dungeons but 
beware of the monsters, each dungeon is harder 
to enter. 

Play cards with the famous Ken Uston, you'll be 
right at the card table bluffing with the best. 
Learn graphics, logo and programming the easy 
way. 

Protect the flag ship from the enemy invaders. 
Gather the cherries but watch the vandals. Mr. 
Do can use apples to protect him against attack* 
Protect the city from the invading balloons. 
Lady Bug moves around the screen eating the 
flowers and trying to get the bonus letters. She is 
pursued by the deadly big insect. 



ONLY £6.99 EACH (INCL. P&P ) OR 
BUY ANY 4 FOR JUST £25.99 

WHILE STOCKS LAST 



PALAN ELECTRONICS LTD. 

UNIT 10, BRUNSWICK INDUSTRIAL PARK 

WATERFALL ROAD 

NEW SOUTHGATE. LONDON N11 1VL 
Tel No: 01-368-1276 

l would like to order these games: 

TITLE QTY TITLE 

Mousetrap □ 

Carnival Q 

Smurf □ 

Space Fury □ 

Space Panic [ 

Cosmic Avengers G 

Donkey Kong D 

Smurf Paint & Play □ 

I enclose cheque/P.O. for 
Palan Electronics Ltd. 



OTY 

Victory □ 

Venture □ 

Blackjack/Poker □ 

Telly Turtle D 

Gorf D 

Mr. Do □ 

Looping □ 

Lady Bug □ 

made payable to 



YOUR NAME 



YOUR ADDRESS 



YOUR TEL NO co. 



REGISTERED NO: 1901574 
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The Computer Gamer 
Readers Club is a 
FREE club open to all 
readers of Computer 
Gamer. All you have to 
do is to fill out the 
form on this page and 
send it to: 

Gamers* Club 
Computer Gamer 
1 Golden Square 
London W1R 3AH. 

What do you get out of 
it? A FREE news letter 
once a month with of- 
fers, club activities 
and news. The chance 
to participate in the 
Gamer Club ratings 
scheme, this is a 
scheme where by per- 
forming various tasks 
a member can fill up 
his membership cards 
with the ratings 
(rather like 

Scout /Guide badges). 
On completion of all 
tasks the person is 
awarded the Master 
Gamer Award — and 
can be very proud of 
himself indeed. 



and send It to: 
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All entries to our on-going 
hi-score competition 
should be on the most re- 
cent form and only one en- 
try per person per form. All 
entries should be witnessed 
and forms must be filled in 
correctly. 

In the comments section 
you can include any points 
that you would like to make 
about the game, how you 
did it, a hint perhaps. The 
best hints will go Into our 
main hints section. 

All entries, as usual, to: 

Computer Gamer 
Hi-Scores 
Argus Specialist 
Publications 
1 Golden Square 
London W1B SAB 

Good luck , . . 
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form 
'just J 
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WE COMPETITION CH 




"The 


HIM 
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playe< 
know 
Penn. 










% 


Game 


System 


Scorer 


Score 




Action Biker 


C64 


Chris Wright 


22496 


££ 


Action Biker 


Atari 


Barry Dunlop 


196333 


Chuckie Egg 


Spectrum 


Ian Harrison 


3021010 


C64 


Chuckie Egg 


Electron 


Simon PoppleweU 


S79600 


^^r ^^ ■ 


Chuckle Egg 


BBC 


Andrew Neck 


2854960 


Free - 

i 4 a 


Knight Lore 


Spectrum 


A Parkinson 


98% 


Hyper Sports 


Spectrum 


Phillip Avery 


2678BS 


Is il a 


Hyper Sports 


C64 


Xerrence Nichols 


131600 


(Com 


Pole Position 


Atari 


Dominic Anderson 


136680 




Pole Position 


Spectrum 


Denis Bicheron 


63800 


^p 


Pole Position 


C64 


Noel Reynolds 


121480 


ff 


Pole Position 


BBC 


Gerard Kearney 


111480 


\/mt 


Elite 


BBC 


D Codrington 


13437772Cr (Elite) 


/ft 


Elite 


Electron 


Graig Burbridge 


824SS9(Elite) 


■ rl 


Elite 


C64 


Jason Kennedy 


428987318 




Bruce Lee 


Spectrum 


Sam Swift 


6000000 


H 1 


Bruce Lee 


C64 


Keith Nicholson 


118S630 


r%J 


Dropzone 


Atari 


Stephen Lakey 


1140230 




Spy Hunter 


Spectrum 


Alan Hopley 


2780000 




Spy Hunter 


C64 


Chris Beckett 


20262S 


^^^^ 


Who Dares Wins XI 


C64 


Julian Bryant 


112860 


^^ _ g -; 


Raid Over Moscow 


064 


Lee James 


228900 


^•H( 


Haid Over Moscow 


Spectrum 


Lee Tarver 


34S3S0 


Sfc>* 


Defender 


Atari 


Michael Davies 


B879B0 


^^^ 


Impossible Mission 


C64 


P Harkins 


31446 




Zalaga 


BBC 


Paul O'Malley 


1500810 


^y 


Prak! 


BBC 


Paul O'Malley 


20000200 


^ fc * r =^. 


Frak! 


C64 


Gary Hodgkiss 


99600 




Beach Head 


C64 


Noel Reynolds 


866000 




Beach Head 


BBC 


Glenn Chegwidden 


295600 


™ 


Starquake 


Spectrum 


Leif Findlay 


317671 r70%) 




Blue Max 


C64 


Chris Beckett 


16000 


Zaxxon 


Atari 


Simon Jones 


119130 




Zaxxon 


C64 


Nigel Morton 


131250 




Chop Suey 


Atari 


Alan Wheatley 


18S750 




Sabre Wulf 


BBC 


Andrew Maskery 


301480 




Exploding Fist 


C64 


Simon Johanessen 


214000 




Exploding Fist 


Spectrum 


Karl Winterbottom 


538200 




Exploding Fist 


Amstrad 


Jjan La r sen 


88200 




Yie Ar Kung Fu 


Amstrad 


Derek Bailey 


1106800 




Yie Ar Kung Fu 


Spectrum 


Matthew Haire 


112800 




Yie Ar Kung Fu 


BBC 


Lee Moran 


443100 




Commando 


C64 


Julian Bryant 


701S000 




i Supertest 


Spectrum 


Stuart Marston 


27170 




\ Soul of a Robot 


Amstrad 


R Messenger 


83% 




\ Bepton 2 


Electron 


Simon PoppleweU 


6009 







Send to: Hl-Score, Computer Gamer, 1 Golden Square, 
London W1R SAB 



Full Name 
Address , , . 



Machine ■ . 
Comments 



* • 



Telephone 

Age 

Game . . . . 



Score 



Signed 

Witness ,,....,. 

Membership Number 

(If not applicable, why not?) 
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' 10 levels of fun make this torture excellent value 
tfor money. Nova rating. Definitely one of those 
'just another go' games. Game of the month 
February" - Computer Gamer 

The most compulsive game I've ever 
played. If you don't buy it you'll never 
fknow what you've missed." says Gary 
|Penn. Zzapl 64. Gold Medal Award. 
■7% overall. 



£9.95 

C64/128 



£7.95 

SPECTRUM 48K 



Free with Bounder, "Metabolis". 
Is it a man. is it a bird? 

(Commodore 64/128 version only) 
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You could win a robot that would 
obey your every command in our 
puzzling competition. 




CRL and Computer Gamer 
are offering you a chance bo 
win a Tomy Verbot which 
you can literally order 
around, It's a robot that 
you speak to and can te'. 
to go forward, backward, 
pickup op drop objects, 
turn left or right, stop and 
flash its lights and make a 
noise. 

You could win this fan- 
tastic toy by guiding it 
through a maze. We also 
have runnerup prizes of 4 
smaller dingbots and 20 
copies of CRL's excellent 
Tau Ceti game in either 
Spectrum or Amstrad for- 
mat. (Please remember to 
let us know which type 
you'll need). 

How to Enter 

During a game of Tau Ceti 
(which we featured in our 
January transmission) you 
have to battle your way 
through a planets defenses 
to get to a substation. In- 
side you hope to find part of 
the 20 reactor rods that are 
ead across the planet. 
We've tried to imagine the 

Eroblems that you would 
ace actually inside the 
substation and drawn a 
map of what we imagine it 
to be like. 

We want you to study it 
and guide a Verbot through 
It to get the reactor rod and 
then get back out to the 
Galcorp skimmer in the 
smallest number of com- 
mands. 

The commands that you 
have available are forward, 
backward, turn left (90 
degrees), turn right (90 
degrees), flash lights and 
bleep, stop, pickup and 
drop. 

You can only issue one 
command at a time and it 
will continue performing 
that action until ordered to 
do something else. 







i 



F 



f 



2 






^ 



Start and 
Finish 



k = ONE WAY DOOR 
(7) = COOLING ROD 



Remember we want the 
smallest number of com- 
mands possible. 

When you think you 
have worked 1t out write 
down the sequence of com- 
mands you have used on a 
piece of paper and include 
it in an envelope along with 
the entry form below. Then 
write the total number of 
commands you have used 
on the back of the envelope 
and send it to; 

Computer Gamer (Robot! 

Competition, 

No.l Golden Square, 

London W1R 3AB. 

All entries should reach us 
by March 26th. 



I Computer Gamer (Robot) 
Square, London W1R 3AB 

i 



Competition. No.l Golden 



Name 



Address , 



If a win a copy of Tau Ceti I would like the Spectrum, 



Amstrad version, 
idelete as applicable). 
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C16/PLUS4 



LATEST TECHNIQUE OF DATA COMPRESSION USED TO 
GIVE YOU SO MUCH FOR SO LITTLE PURE MAGIC? 




£695 





178 SCREENS OF ARCADE ADVENTURE 




.i' 




£5.95 ' 



A HIGH RES GRAPHIC ADVENTURE C16/PLUS 4 






, 




ok ns | 


f \ 


^ml 


isj 



JUMP JET 



Flight Simulator & Combat 

Action 







UUMWVriW 



ATLANTIS C16/PLUS4 



£6 95 





FAVOURITE FOUR FOR ALL THE FAMILY 



C16/PLUS 4 



CMMMrMQn 





£7.95 



FLIGHT PATH 737 



MOON BUGGY 







" 1 


^M * - 




^^1 


I V 


ft 
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LAS VEGAS 



ZODIAC 












ME II 



SKRAMBLE £695 
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PETCH £695 



CATACOMBS £6.95 



MINIPEDES £6 95 STAR COMMANDER 

£6 95 



3D TIME TREK 
£6.95 




.^ TRIVIA 1400 QUESTIONS 
•* ON SIX DIFFERENT 
y^\ TOPICS. ALL FOR 
ONLY £7.95 







OUT ON A LIMB 

48K ONLY ARCADE 
ADVENTURE LOADS 

IN 3 SECTIONS ^*\ 
ONLY £6.95 



I RADE ENQUIRIES Anirog Software Lid Unit 10 Victoria Industrial Park Victoria Road 

Danford Kent {0322*92513 8 

MAIL ORDER Payment by Cheque. P.O . Visa or Access 



^ 




Tony Hetherington merges minds 
with a spiderzoid to report from the 
battle front in the war between the 
Red and Blue Zoids. I 






Long range map — used for planning 
moves and selecting base missile 
targets. 



Short range map — snows a 
magnified area around your zoid in* 
eluding enemy red zoids. Also used 
for targetting your own missile at- 
tacks and for identifying enemy zoids. 



Enemy missile attack — When enemy 
zoids attack you must gun down their 
missiles on this 3D screen. Any that 
get through will damage your zold. 




Scanner — used I 
find and locate 
zoidair pods and 
pieces of Zoidilla. 




Zoid I.D. — by mov- 
ing a cursor on the 
short range map 
enemy zoids can be 
identified. 




Move — moves your 
zoid in required 
direction. 








iiiiiiiiii 



ZOIDAF 
FOWF 



Information — 

distinguishes the 
blobs on the long 
range map into city 
domes, mines etc. 



MISSILES I I i i | § i i | * 

bullets I::::::::;:::""" 



DAMAGE SUSTAINED 70 PERCENT 



Information window — displays number of zoidair power 
units left.. . 

Or — the number of guns and missiles remaining. . . 
Or — the damage inflicted on your Zoid. . . 




Status — used to 
select the data 
displayed in the in- 
formation window. 




Guns — Displays the 
defensive 3D gun 
display. This is 
pointless since this 
appears automatical- 
ly whenever you are 
attacked. You will 
never use this icon. 




Missiles — used to 
aunch a missile 
strike that must be 
guided to their 
tasrget through a 3D 
display. 




Radio Base — select 
this to call a missile 
strike from blue zoid 
base, This is also 
supposed to be used 
to despatch a 
spacecraft lo pick up 
pieces of Zoidzllla 
but this happens 
automatically. 






The deadly Zoid wars were 
reaching their terrible 
climax as mighty fighting 
machines battle for the 
cities of Zoidstar. 

One human is stuck in 
the middle, that human, is 
you! 

The battle between the 
Zoids has raged for 
countless years ever since a 
meteor storm wiped out the 
living Zoidaryans leaving 
only androids to control the 
Zoids. 

When the meteor storm 
struck it also isolated a 
battleforce of Zoids kept in 
space by the Zoidaryans 
and the Cruiser carrying 
them crashed on a cold icy 
blue moon. 

These Zoids soon 
transformed and mutated 
Into boiling heat gorged 
machines hellbent on 
revenge. Then, led by their 
leader, Redhorn the Terri* 
ble, the red Zoids returned 
to Zoidstar where they 
quickly swept the blue 
zoids out of the ten great 
cities. 

Now the blue Zoids 
united and built Zoidzilla. 
a machine to challenge 
Redhorn. They even found 
a marooned earthllng well 
known fo their cunning 
and battle skills (you!) to 
merge with it and victory 
seemed certain until a stray 
enemy missile shot down 
the ship carrying Zoidzilla 
into battle. Zoidzilla was 
smashed Into pieces which 
the red Zoids quickly hid in 
their cities. 

Now you are alone bet- 
ween the Red Zoid cities. 
You find a small Spiderzoid 
and climb into its capsule 
and merge minds. Your 

BBion is to find the pieces 
that once were Zoidzilla. If 
you manage this, Zoidzilla 
will be rebuilt and together 
you can seek out and 
destroy Redhorn the Terri- 
ble. 



Spiderzoid 



You begin the game in the 
oommand capsule of a 
Spiderzoid your mind 
merged with it by a neuro- 
emphatic reflex arc. 

Through the screen 
displays the Zoid pro- 
jects its experiences Into 
your mind and through the 
joystick or keyboard you 
try to control its actions. 

It is important to your 
survival in the game that 
you quickly learn to inter- 
pret the use of the icons 
and information that ap- 
pears on the screen since 
this is the only view of the 
planet you will see. At 
times it seems somewhat 

^mented but with prac- 
tice it does provide you 
with a complete picture of 
what's going on. 

The screen display con- 
sists of 8 icons that can be 



The Enemy Zoids 



Hellrunner Although 

they have no missiles and 
therefore can't attac 
they pat: y net 

rks. If attacked they 
ly run for help in 
sha^e 

Slitherzoid — These ca: 
raw mate" 

mine, power station anc 
ty domes. They do carry 
guns and missiles bu 1 
you manage to destroy one 
you may be able to pick up 

.e Zoidair power pods or 
a missiles. 
Spineback. These are 

kept in the city domes 
waiting for I :nners to 

raise the alarm Then ihey 
attack you with so 
many missiles that 01 
q\iii ie reflexes 

I save you. 

To add to your problems 

■lebacks, Blitherzoids 
and Hellrunners are all 
replacable by city do T 

have both powt: 
raw materials. 
Serpent, — Each city net- 
work has a Serpent 
has a set patrol. So you 

: .s path a 
avoid 

>ger Zoid 

Mammoth the Destroyer. — 
Meeting Mammouth 
Spiderzoid ie definately 
"game over" time. 

He normally patrols the 
passageways between the 

; netwi' ut will come 

if alerted by a radio bea< 
Bedhorn the Terrible — 

Finally, and by no 
means least, is the Red 7 
leader, Redhorn the Tf 
ble. 

Redhorn also patrols 
between the city networks 
and will head straight for 
you if alerted by a radio 
beacon. 





selected by moving a cursor 
over them and three infor- 
mation windows. Selecting 
the icons allows you to 



identify enemy zoids, move 
between and around the 
cities, call up information 
on map features, scan the 



area for pieces of Zoidzilla, 
check your energy, damage 
and weapons status, fire 
your defensive guns, 
launch your offensive 
missiles and even call up a 
missile strike from blue 
zoid base. 

Selecting any of these 
icons will use or display in- 
formation in two of the in- 
formation areas one is a bar 
across the bottom of the 
screen used to show missile 
and damage levels and the 
other a central map area 
which basically shows 
either a long range map of 
the area around the zoid or 
a more detailed short range 
map which even shows the 
position of enemy zoids 
that have been detected. 

If you select the move 
icon a cursor appears on 
the long range display 
showing your present posi- 
tion which can be moved in 
the direction you want to 
go. Pressing fire registers 
the order and the Zoid 
lumbers along the desired 
route leaving you free to ex- 
amine possible targets or 
identify enemy zoids that 
are straying into range. 

The third information 
area lies across the top of 
the screen and constantly 
displays a signal that 
represents the zoids slate 
of mind. The signal will 
speed up as the Zoid feels 
more threatened. It's tin 
portant to keep an eye on 
this as if the Zoids becomes 
particularly unnerved it 
will ignore your requests 
and retreat to a safe 
distance. 

When you launch a 
missile attack on a target 
selected from the short 
range scanner you must 
guide the warhead through 
mountains and valleys to 
its target by following its 
progress on a screen that 
replaces the map area, 
Should you make a mistake 
and either rniss the target 
or hit a mountain then the 
missile explodes harmless- 
ly. This again requires 
practice as you begin your 
mission with only ten 
missiles. 

Another screen appears 
when an enemy zoid laun- 
ches a missile attack 
against you. This appears 
as a 3 dimensional tunnel 
through which the enemies 
missiles approach. Using 
your gun (which doesn't 
have any sights) you must 
shoot them down before 
they reach you as any that 
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get through will increase 
the damage to the zoid by 
10%, 

Once you've mastered 
the Zoids controls you're 
ready to attack the cities 

The Cities 

The Red Zoid territory con- 
sists of ten great city net- 
works set in mountain 
ranges connected by moun- 
tain passes. 

The six pieces that once 
was Zoidzilla are hidden In 
S different cities in dif- 
ferent city networks. 

There are eight cities in 
each city network and each 
is defended by a city dome 
which is inpenetrable to 
your missiles and scan- 
ners. To add to your pro- 
blems there is also a radio 
beacon that will warn 
Redhorn of your attack, a 
mine which provides the 
raw materials for red zoid 
production, a power plant 
to power the city and 
numerous enemy zoids 
poised to attack you as soon 
as you make your move. 
Your troubles are com- 
pleted by the cities 
themselves that contain 
massive construction 
plants that build more 
enemy zoids to attack you 
that are beyond your reach 
under the powerful dome 
forcefields. 

The Zoids that inhabit 
the city vary in strength 
and numbers from the 
small longlegged Hellrun- 
ners to the fiercesome Ser- 
pent. In between these 
scout and killer Zoids are 
the Slitherzoids that carry 
supplies from the mine to 
the domes and Spinebacks 
that are kept on stand-by 
inside the domes until 
altered by Hellrurmers. 

There is also one deadly 
Serpent Zoid per city that 
patrols looking for in- 
truders and is usually 
enough to handle most 
threats to the city. However 
if you cause enough trouble 
then the city will use its 
radio beacon to su mmon 
either Mammoth the 
Destroyer or Redhorn 
himself to destroy you. 

Hints 

At first sight It seems imposs 
ble to destroy a single city 
dome even though your 
mission is to destoy enough 
of them in ten cities to find 
all six pieces of Zoidzilla! 
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Your problems are con- 
siderable and you can't af- 
ford to add to them by 
restarting the game every 
time you've been 
destroyed. This is because 
the position of the Zoidzilla 
pieces are different every 
time you play. Consequent- 
ly if you manage to take out 
one city network only to 
find nothing in one game It 
might be a Key location in 
the next. 

The answer is to use the 
games save option as soon 
as you've practiced the 
Zoids controls and then 
again whenever you con- 
quer a city network. This 
not only avoids having to 
restart the game should 
you be unlucky enough to 
walk straight into Redhorn 
the Terrible it also fixes the 



locations of the Zoidzilla 
pieces so that you can learn 
from your mistakes. 

However before you can 
find a piece of Zoidzilla you 
will have to find a way of 
destroying a city. 

The power source of a ci- 
ty is also its weakness as 
although the power station 
cannot be destroyed it can 
be attacked. When this hap- 
pens it diverts its powers to 
defend itself and leaves the 
rest of the city vulnerable. 
This diversion of power Is 
only temporary so you have 
to act quickly. 

The tactics I have found 
useful are to use the radio 
icon to call a missile strike 
on the power station from 
your base. This takes about 
30 seconds to strike which 



gives you plenty of time to 
get in position, dodge zoid 
patrols so when the power 
station is hit you are ready 
to launch your attack. 

With practice you have 
time to launch 3 missile 
strikes before the 
forcefields return. Then 
simply order another 
strike, 

In the meantime you 
should move over the 
wreckage and use your 
scanner to check for pieces 
of Zoidzilla. You probably 
won't find one but you 
might find a zoldalr power 
pod Instead that you may 
replenish your missiles to 
allow you to continue your 
attack. 

Should you find a piece 
of Zoidzilla this is returned 
to base and as a reward you 
are merged with a new 
more powerful Zoid. 

As you progress through 
the game you will pass 
from Spiderzoid to Scor- 
pozoid, Trooperzold, Tank, 
Great Gorgon until finally 
the Mighty Zoidzilla and a 
battle with Redhorn the 
Terrible, 

As you progress through 
the Zoids you will gain 
more missiles, guns and 
strength with which you 
can fight the red Zoids un- 
til then you should try and 
observe their patrol pat- 
terns and avoid them as a 
Spiderzoid against a Ser- 
pent is not an even contest. 

Conclusion. 

Zoids Is an excellent game 
combining the skill of a 
strategy game with the 
need for arcade reflexes. 

Initially it seems Im- 
possible to even survive for 
more than a few minutes 
but then you will gradually 
get used to the Zoids con- 
trols and begin your 
assault of the city net- 
works. 

After several attempts 
you'll find a piece of Zoid- 
zilla and be merged with a 
more powerful zoid. Then 
another piece will follow, 
and another until you meet 
Redhorn in battle. 

The graphics are good 
particularly the use of win- 
dows that appear on the 
screen at a bewildering, 
rate. 

All this combines to 
form a game that will have 
Spectrum, C64 and 
Amstrad owners battling 
Zoids well into the night. 

Zoids is published by 
Martech and costs £7.95 
for all versions. 
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New Adventure 

Systems for the 

Spectrum 

S. Robert Peel 

£3.95 

Here is an adventure book 
that is good value for 
money. It contains 6 major 
adventures systems, all of 
which can be expanded to 
become more difficult or to 
contain new and different 
scenarios. 

The 6 systems are: 
"Preset Fantasy System." 
' 'Warrior Mage System, * ' 
"Tribe System." "Preset 
Future System/' "Fang- 
mole Tunnels System" and 
"Anarchic System." There 
are also chapters inbetween 
describing the major 
aspects of adventure pro- 
gramming, such as how to 
structure your game, map- 
ping for programmers and 
players, saving memory 
ana adding graphics. 

Each section is laid out 
in the same way. First, 
there is an overall intro- 
duction, describing the 
type of program, what it 
covers and how it can be ex- 
panded. Next comes the 
core program, which is the 
heart of the system. Here it 
Is explained Firstly how to 
play and then how the 
listing has been designed 
and built up, in a line-by- 
line code description. The 
playing instructions here 
are very full and well ex- 
pressed, with a number of 
helpful diagrams also pro- 
vided, much more than a 
lot of books contain* Also 
the line-by-line descrip- 
tions are fuller than usual 
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and. actually give quite a 
clear demonstration of how 
the structure of the game 
has been developed. 

The listings are 
photographed directly from 
Spectrum printout, so they 
tend to be a bit uneven and 
blobby. which gets to be a 
bit of a strain after a time. I 
think the author's recom- 
mendation that you back 
up every twenty minutes 
when keying in is definitely 
a good ideal 

Once you have keyed in 
the listing there is a short 
section on "Hints on Play" 
which provides a few hints 



and tips in case you should 
get stuck . Then follow 
several parts, complete 
with listing, that you can 
use to expand and develop 
the adventure as you want. 
This book is well worth 
recommending. It contains 
several adventures (which 
is rare in a book of this 
sort) and it is well thought 
out, giving a lot of help to 
the hapless programmer 
and plenty of useful infor- 
mation that should come in 
handy later over many 
hours of games writing. It 
is very good value for 
money and Spectrum 
freaks should definitely 
give it a try. 




More Arcade 

Games for your 

Commodore 64 

Brett Hale 

£4.95 

Corgi /Addison- 

Wesley 

This book Is a follow on 
from the author's previous 
title. Arcade games for your 
Commodore 64. and carries 
a foreword by no less 
famous a person than Tim 
Hartness (who seems to get 
his name everywhere these 
days). 

There are ten games 
featured here, which is not 
very many, considering 
some of the omnibus edi- 
tions that are now around 
for the 64. However there is 
quite a nice selection. You 
can choose whether to 
dodge a hail of boulders as 
Lhey hurtle towards your 
space ship in ' 'Speedy 
Boulders" or you can climb 
ladders and Jump over bar- 
rels that a mad lizard is 
hurling at you as you try to 
rescue your beloved from 
his clutches. Other themes 
are a variation on Pacman 
(surprise, surprise), foiling 





a nuclear attack, beating 
the pinball machine and a 
few others. 

The instructions are ade- 
quate but a few more ideas 
would have come in useful 
here. For example, it would 
have been nice to have some 

Erogramming tips to show 
ow the programs were 
built up, and perhaps some 
tips for people to develop 
the programs further. 

Something else that the 
book lacks are screen 
shots, which are always 
useful to give you an idea of 
what you're aiming at. 
Still, it has some nice il- 
lustrations to brighten it 
up a bit. 

The coding Is printed out 
direct from a Commodore 
printer and contains all the 
special Commodore 

graphics characters. This 
makes the listings much 
easier to key in than with 
books that use other 
printers and then resort to 
odd codes to indicate the 
graphics characters. 

The programs are not too 
taxing, about 6 pages long 
each, and clearly reproduc- 
ed. 

I couldn't say this book 
is particularly good value 
for money, but it's short, 
simple and might be a good 
book for anyone just star- 
ting out on getting to grips 
with their C64. 




The Adventurer's 

Companion 

Mike and Peter 

Gerrard 

£3.95 

Duckworth 

If you are frantically 
frustrated by The Hobbit 
and some of the other big 
adventure games, you will 
welcome this book. It is a 
boon to everyone who has 
ever got totally stuck at one 
point in a dastardly scene 
and feels like selling their 
auntie to find a way out. 

The games covered are 
four of the biggest: The 
Hobbit, Colossal Cave 
Adventure, Pirate Adven- 
ture and Adventureland, 
and the authors claim that 
100 per cent solutions are 
provided. Quite a lot of 
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thought has obviously gone 
into the planning of the 
book and It has been 
carefully laid out so that 
you can look up the answer 
to a specific problem 
without anything of the 
rest of the adventure being 
given away, 

For example, with The 
Hobbit, all the answers are 
collected together in an 
alphabetical index at the 
front of the section. 
Therefore, if you can 
choose the goblins' 
dungeon, the butler of the 
Elvenking and so on, and 
go straight to the page con- 
taining the solution. 

There is a word of warn- 
ing — these are the REAL 
answers, not hints or clues, 
so only read the answer if 
you are absolutely stuck 
and want to get out of the 
situation. 



The end of the book con- 
tains an appendix of maps 
of each of the four adven- 
tures, but again It's not 
really a good idea to look at 
them unless you absolutely I 
have to. 

What do you do when 

Sou find yourself with The, 
usty Axe in your clammy 
palm, or looking for The Oi- 
ly Slime? Turn to the right 
page and all will he 
revealed . . , I think the ' 
onlv complaint I might 
make about this book is 
that it takes it all so 
seriously. We play adven- 
tures for fun but the tone is 
so solemn and grave — I'd 
have thought the authors 
could have relaxed and en* 
oyed themselves a bit, 
aybe they just spent too 
many late nights sitting up 
wrestling with the terrible 
traumas of Pirate Adven- 
ture! 

Never mind, it's a good 
idea f as anyone who has 
ever written in to their 
favourite magazine in 
desperation will no doubt 
agree. Whether you are go- 
ing to stick at it and get 
there the hard way or cop 
out using a book is, of 
course, up to you . . , 
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TOMAHAWK 

SPECTRUM 

£9.95 (CASS) 





ELEKTRA GLIDE 

ATARI 

£8.95 (CASS) 



ROCK'tl WRESTLE 

COMM 64 

£9.95 (CASS) 



AIRWOLF 

COMM 
PLUS 4/16 

£6.95 





YIEAR KUNG-FU 

MSX 

£14.95 (ROM) 



THE WAY OF THE 
EXPLODING FIST 

BBC-B 

£9.99 (CASS) 




The complete mail order service 

Order your software by post or phone for 
our FREE Catalogue. 

Special Introductory Offer £2 off the SLIK 
STIK joystick (while stocks last) when you 
order one of these games. 




SHOP PRICE 

£8.99 

OFFER £6.99 





Welcome to SOFTCELL the postal service committed to 
offering an ex tensive range of software and peripherals 
for most popular home computers. Just look what 
SOFTCELL can offer you: 



Free catalogue. 

Over 1000 games. 

Special lists for- COMM PLUS 4/16 - MSX and 

BBC. 

Free 24 Hour Hotline Service. 

First with information on New Releases. 

New Release Money Saving Vouchers. 

Free £5 worth of Vouchers with each 

catalogue. 

Fast service. 



ALL PRICES INCLUDE VAT, POSTAGE & PACKING 



FREE HOTLINE 

SERVICE 
(0483)506867 



Please send the following software and my 
free catalogue. 




SOFTCEU PROMISE 
BVe promise a speedy des 
* cBa postage 

:t any nem 



TITLE/PRODUCT 


MACHINE 


PRICE 














TOTAL 







I enclose cheque/postal order number _^_ 

Please make cheque/postal order payable to SOFTCELL or charge 
myAccess/VISACard. 



I I 


Access /Visa card holder Expiry date 


Phone your order now ring (0483) 506867. 

Mail your order now to SOFTCELL, P.O. BOX 135, GUILDFORD. 

SURREY GU1 10E. 

Mmim 


AHHrP« 



9X986 



.Postcode 



Tel. No.. 



.Machine Type. 
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semen 

is billed as 'The greatest amusement 
show on earth', certainly a lot 
of new games and some new trends 
were launched on to an unsuspecting 
public. Mike Roberts played the games 
and Gordon Hamlett took the pics. 



Strike Avenger 
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The ATE is the biggest coin 
op trade show in Britain 
and possibly Europe — fill 
ing up a large part of thf 
Olympia exhibition hall 
All the biggest names in ar- 
cade games were there 
Atari, Konami. Sega. Tat 
sumi and Electracoin. And 
what were they showing" 
The latest stage in the 
development of the coin 
operated game the 

r-pttkpit simulator 

What's one of those 1 
hear you ask? Well the first 
games ca.me in stand up 
units, then the pub table 
type came along, and then 
the sit-in cockpit unit. The 
simulator module is based 
on the sit-in type lie. it ha. c 
a seat), but the whole thing 
is mounted on a swivelling 
pivot arrangement, whf 
the movements of the unit 
will actually follow the 
movements of your Joy 
stick' imagine playinp 

Star Wars and when you 
push the joystick down the 
whole unit (with you In il 
dives forward. Luckily 
most of the units T tried had 
built in safety harnesses b 



definite problem with some 
of the more violent game- 
tried These systems are 
based on a cut down system 
that airforces use to train 
pilots expect to see a lot 
Of units like this in thi 

future 

Sega's latest game is call 
ed Space Harrier and 
features the Simulator type 
cockpit as an option so yi 
may or may not have thai 
version, depending on your 
arcade. The idea is that you 
are a man that is trying to 
free the Dragon Land from 
the 'barbaric and evil 
creatures' that have oc 
cupied the area. The game 
is basically of the shoo: 
anything that moves, and li 
it doesn't explode get out ol 
the way, type — but the 
graphics are extremely 
good, and the 3D effects are 
quite good. The machine 
itself is controlled by a 
68000 processor with two P 
bit processors as well. The 
program is 448K long and 
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the graphics data takes up 
I I52K 1 The graphics 
display is 320x224 with 
32000 colour combinations 
l to drive all this it has 
192Kof RAM! 

Thinking of 3D, a new 
space game from Irem is 
called Battle Bird, and uses 
their revolutionary 3D 
Vision system. This gives 
players, for the first time, a 
rrue 3D colour game. 

The way it works is 
:Iar to the red. green 
:em from some years 
That works by allow- 
ing your left and right eyes 
see different pictures. 
The 3D Vision system is 
ilar in that it has two 
monitors mounted at 90° 
i half silvered mirror 
bring the images 
■ther. Lach monitor has 
-[arising filter in front 
it. The viewer that you 
look down (in a similar 
manner to Battlezone) has a 
polarising filter in front 

of each eye that will split up 
each image again. 

It all sounds very com- 
plex, but the end result is 
really impressive, the 
photographs obviously 
t give over the 3D effect 
they are, in fact, shots of 
what you would see 
■ugh your left eye), but 
en you play it, the full 
its of this are realised 
I the screen seems to be 
:iiree feet deep! and 
the aliens come straight at 
i;ou through the screen! 
This is the uest example of 
3D effect that I have 
i seen — words fall me, 
i would have to see it to 

believe it 

The game itself is a fairly 

light forward space 

game with various nasties, 
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double fire power etc. But 
:ourse, it's all in 3D! 
On the Tatsumi stand 
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game called World Cup Soc- 
usingaTrakball to con- 
trol the players. The game 

has very good graphics, 
t show about a third of 

ihe screen, there is a map to 
side that shows the 

position of all your players. 

The game I saw was in the 
le top format, with one 
'roller on each side od 

the centrally mounted 
sn. Other versions may 

appear. 
Two new games make 
it appearance from 
y. Stomper and Strike 

Avenger. 

per is an in 

Wresting game due to its 
ttrol method. The game 

has a screen divided up into 

Le squares. In the middle 

are is a piece of cheese. 

«ts run up to the cheese 



and take bits of it. 

To stop them you have a 
mat on the floor divided in- 
to nine pads. You stand on 
the middle pad and wait. 
When an insect appears 
you jump onto the square 
corresponding to its posi- 
tion. A footprint and a splat 
appears where the insect 
used to be — and the points 
are racked up. As the levels 
change, so do the attacking 
animals, including cock* 
roaches and rats, all of 
which make a satisfying 
splotching noise! 

The second game from 
Bally Is Strike Avenger and 
is a cockpit simulator type. 
This cockpit was one of the 
most maneouverable of the 
ones that I tried, and the 
seatbelt is really useful as 
you can almost stand it on 
its nosel 

One extra feature of this 
cockpit is a panic button, 
where the machine will 
freeze in its current posi- 
tion — but make sure you 
are upright! 

Again the game is based 
around a space theme with 
banks of lasers and 
missiles at your disposal. 
Multiple hits on the bad 
guys will knock them into 
oblivion. An interesting ex- 
bra is illuminated in- 
dicators around the edg* 
the screen for status infor- 
mation- Once playing this 
game, one lit up with 
'Overheating' written on it. 
and the screen said 
Emergency stop, will all 
players leave the game 
please', mind you I was 
playing it pretty hard! 

Well that just about 
wraps it up for the ATEI 
show, thanks to Tatsumi, 
Dieth Leisure, and Electra- 



iBJHuHniiK 



their extremely busy 
stands during the show 






\ 



mmu 



MwGQ%) 




Space Harrier 




World Cup Soccer 




RCH 1986 COMPUTER GAMER MARC 






1 ■ 



"THE GREATEST CDfTFUTER GflfTlE 

EUER iiJRITTEn" 




WHAT REVIEWERS S- 
THE SPECTRUM VER. 1 



ABOUT 

N . . - ■ 



CRASH 



"A superb game 
A all time classic 
A CRASH SMASH 



C+VG 



," . . . If you only buy one game 

a year, then get TAU CETI " 

GAME OF THE MONTH 

COMPUTER GAMER 

"TAU CETI is a must for 
.all specirure owners." 
■ .-SUPERNOVA 

POP. COM. WEEKLY 

"TAU CETI is a serious contender 
.for game of the year 




«o* 



5*. 



flmSTRflD 

[CASSETTE] €RFi 

fifflSTfiflD DIS" 



T*\*U 



SPECTRUfTl Qfli 

[CASSETTE] £R.R 



CRL GROUP PLC CRL HOUSE 9 KINGS YARD CARPENTERS ROAD LONDON E1S 

* 



L 



\> 



insfl 



:«.r 



SlST 



unnri he 



THE 

TROLLS 





This months busy tavern 

includes a feature on 
breaking adventure codes . 

Questionnaires 

Thank you to everyone who 
has taken the time to send 
in a questionnaire. We're 
still sifting through all 
your views and will present 
our findings soon. Until 
then here's just a sample of 
the different tastes that we 
try to cater fop. 

Lynn Leech from Lanca- 
shire writes. . . 

"The vast majority of 
people who play adventure 
games are adults and do not 
wish to be treated like 
children. I am not In- 
terested in being an 'ore- 
slayer' but in matching my 
wits against the complex 
puzzles to be found in most 
adventures. 

In your questionnaire I 
have said you should have 
6-8 pages devoted to adven- 
turing in your magazine. I 
do realise you sometimes 
have as many as this, but, 
they are not all devoted to 
adventures as a lot of it is 
given to F.R.P. which I am 
not a fan of. 

After all you are called 
Computer Gamer." 

The F.R.P. in question 'Is 
the fascinating hobby of 
playing roleplaying games. 
Although thiB is strictly 
outside the field of a com- 
puter magazine it was 
definitely worth the few 
pages we gave It as we feel 



Greetings brave adven- 
turers, rest a while and en- 
Joy this months helping for 
adventure enthusiasts. 

In the following pages 
you will find an in depth 
review of Mastertronics 
joystick adventure, Master 
of Magic, another helping 
of Dungeon Dressing, a 
special Tavern offer on 
CDS's Castle Blaokstar, a 
bumper hints section 
featuring the Fourth Pro- 
tocol and of course another 
of our popular "Heroic 
Warrior", paper and pencil 
adventures. This month is 
in fact the second part of a 
fantasy quest that began 
with a Magician's Curse. 
Science fiction fans should 
tune in next month as we 
head for the future in 
"Starforce Captain." 



/ 



V 



Welcome to another 
Heroic Warrior Adven- 
ture, You will need 
paper, pencil and a six- 
sided die to play. All 
you need to do is to 
follow the paragraphs 
as directed. Combat is 
based on two numbers, 
a strength rating and 



are represented in the 
textasSR/LP. You roll 
one die and add the 
total to your SB. Now 
do the same for your 
opponent. Whoever has 
the lower score loses 
that particular round 
and subtracts two 
points from their LP 
total. Combat ends 
when someone's LP 
total reaches 2ero. You 
start with an SR/LP ol 

8/ao. 

This game continues 
from last months 
adventure. You are try- 
ing to help a friend who 
was turned into a frog 
by an evil magician. A 
benevolent wizard 
agrees to help you if 
you can find six trolls* 
teeth and a ring of in- 
visibility. You already 
have the teeth and have 
a total of 486 gold 
marks left from your 
previous adventures. 
Go to — 19. 

The path forks here. To 
the north, a small trail 
leads towards the cliffs 
whilst the main path 
continues east up a hill 
towards the tower. 
To go N — SI 
To go E — 10 
To go W — 25 



3. There is a flash as . 
cloud of sleep gas is 
released. Roll a die. 

If you roll a 6 — 31 
If not — 39 

4. Your money is tost 
forever. 

Go to — 41 

5* You are powerless 
against the potent 
magic of Belmorton. He 
casts a charm spell 
over you and you must 
now obey his every 
word until your dying 
day. 
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You hack through the 
web and get the shield* 
The front is highly 
polished and you can 
see your face reflected 
in it. Subtract 1 from 
all your opponents' die 
rolls. You make your 
way back to the main 
path. 
Go to — S8 

The door opens into a 
large, draughty hall. 
Stairs lead off to the 
east and another door 
to the north. 
To go up — 14 
To go N — 40 
To go out — 64 

You have 200 marks 

now. 

Go to — 41 

The study contains a 
desk with the Necro- 
mancer's current 
research details on 
assorted bits of parch- 
ment. Whilst it means 
nothing to you, you do 
find details of how to 
operate a secret door in 
the library. 

To return to the library 
— 57 

To return to the labora- 
tory — 49 



10. The path continues up 
the hill which steepens 
considerably here. As 
you bend your back a 
bit more you have your 
legs knocked from 
under you. Recovering 
your senses you see 
that a hunting party of 
three small kobolds 
have lost their footing 
under the weight of the 
deer they were carry* 
ing and rolled into you. 
They are now reaching 
for their long knives 
and you must fight 
each of them in turn. 
They ail have anSR/LP 
of 7/7. 

If you win — 60 
If you lose — SS 

11. The potions react 
violently with one 
another. You start off 
with terrible stomach 
cramps which spread 




that a lot of those who en- 
joy adventures will also en- 
joy the challenge of role- 
playing games. Where you 
may be faced with similar 
problems. 

The same Is also true of 
Play By Mail games. One 
such PBM fan is Phil 
Shulkind from London who 
has played in the following 

fames in the last Z years, 
orcon wars (6 games). 
Starlord (2 games). Earth- 
wood (2 games), and Star- 
web, Starmaster and even 
Californian based First 
Light. Phil a real fanatic 
writes. . . 

"I can assure anybody 
with doubts about becom- 
ing involved in PBM games 
that they will not regret 
trying it out. 

Personally I'd rather 
spend an hour or two 
deciding what to do in a 
PBM game than staring into 
a television screen 
(although r ve got dozens of 
games for my Spectrum). 

I can recommend all 
your readers not to hesitate 
but. have a go now!" 

Anybody who wants to 
have a go at a PBM game 
would do worse than to 
take advantage of our 
special offer game of It's A 
Crime that is being run by 
KJC games. Not only would 
you be Joining a game along 
with other Gamer readers 
but also the Gamer staff 
and some other PBM com- 
panies as well. 

Incidentally PBM Update 
will be back next month 
with a special report from 
the first ever PBM conven- 
tion. 

Someone who definitely 
likes being known as an 
orcslayer is an adventurer 
who writes under the name 
of Karth Demonslayer. This 
month Karth opens up the 
old argument whether ar- 
cade adventures should be 
included in the Tavern . . . 

-'Although I find these 
good and interesting to 
play, I don't think they 
quite come into the adven- 
ture category. True, they 
involve movement from 
location to location but 
they don't possess the same 
depth and atmosphere that 
a good 'straight-down-the- 
1 1 ne ' adventure can pro- 
duoe. Text adventures are 
all about using your im- 
agination to conjure up im- 
ages in your head of the 
world you are exploring, 
like reading a book. The 
presence of comparatively 
crude computer graphics 
and perhaps beeping sound 
effects can shatter this illu- 
sion." 

Finally Karth also 
adds . . , 

"I generally find the 
Fighting Fantasy game 
books a bit dull but I still 
enjoy the Heroic Warrior 
adventures and it's good to 
see that you reserve some 



space for roleplaylng games 
which I also enjoy very 
much." 

This is where we came 
In. 

What do you think about 
any of the points raised? 
Are games such as Swords 
and Sorcery. Master of 
Magic, Wizardry adven- 
tures? After all they all in- 
volve exploration for 
treasure and even combat 
involving Bpells. 

Adventure News 

The software houses are 
still recovering from a fran- 
tic Christmas so news is a 
little scarce. 



of another lniooorn adven- 1 
ture. This one is to be called I 
Ballyhoo and is a beginners I 
level challenge and is an in- 1 
troduction to the detective I 
series that includes! 
Deadline and Suspect, 

Next months Tavern will I 
include a feature on adven- 1 
ture writing programs plus I 
news of an exciting com- 1 
petition. Until then, happy I 
adventuring. 




Good news for Amstrad 
owners is the release of a 
version of the excellent 
Spellbound for their 
machine. Spellbound is one 
of Mastertronics MAD 
range of games and is an 
adventure using windows 
to select your commands*. 
Spellbound was featured in 
a recent transmission of 
Gamer and costs only 
£2.99! 

At the opposite end of 
the price range is the news 



A Code in the 
Head 

For many adventurers 
there lurks a hazard more 
dire than any ore and more 
tenuous than any wraith. 

A thing possessed with a 
power greater than the 
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most ferocious dragon to 
bring the game to a grin- 
ding and ignominious halt. 

I refer to that grim 
twenty-six headed monster 
known alike to friend and 
foe as The Code. 

Most of the codes used in 
adventure games, however, 
are really very simple once 
you get to know how to ap- 
proach them. They are 
nearly always based on the 
simple substitution of one 
letter of the alphabet for 
another, and usually based 
on shifting thye alphabet 
one or more places to the 
left or right. 

The simplest form of this 
is A = B, B = C. C = D etc. — 
too simple for any self- 
respecting adventure pro- 
grammer! But even much 
larger displacements are 
very easy to crack If you go 
about it methodically. The 
simplest method is to try all 
twenty-five displacements 
until the message makes 
sense. A rather laborious 
process, you may be think- 
ing. But why keep a com- 
puter and do the donkey- 
work yourself? The short 
listing shown on this page 
will allow you to type in the 
coded message, input any 
displacement Trom one to 
twenty-six and see the 
result immediately 

displayed on screen. You 
can also use this for en- 
coding your own messages. 
In fact I first used a version 
of this programme for en- 
coding a solution sheet for 
one or my own adventures 
so that the solutions would 
not be read by accident. 

If you use the pro- 
gramme on a coded 
message and none of the 
displacements work, then 
you know that the letter 
substitution has been made 
on some system other than 
simple alphabet-shifting. 
There are many such 

isms. One of the com- 
monest uses a keyword. Let 
us say that the keyword is 
GAMER, then: 

A = G 
B = A 
C = M 
D = E 
E = R 

The remainder of the 
alphabet is then fitted in as 
in a normal five-letter shift 
— but. of course, leaving 
out the letters GAMER. 
(So F does not equal A since 
A is in GAMER, but F = B, 
G = Cetc.). 

Most adventurers can 
solve a simple alphabet- 
shifted code with a little 
perseverance. But once 
something more complex — 
like the example above — is 
used, many give up in 
despair. A case in point Is 
Melbourne House's 

Sherlock. There are three 
encoded notes in that 
adventure, all found in the 
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same place. Time and again 
I have heard and read peo- 
ple saying "I have been get- 
ting on well with Sherlock 
up to now, but the coded 
notes have me completely 
stuck." 

Now there are two codes 
used in Sherlock. One has a 
slight twist in it, but 
neither of them is par- 
ticularly difficult. The 
point is that they are not 
simple alphabet-shifting 
codes. Many adventurers, 
having tried every possible 
shift, give up in despair. 
Either they are not aware 
of other kinds of codes, or 
they feel that they are "im- 
possible" to orack because 
it would be so difficult to 
work out the key to them. 

There is some truth to 
this last point. You would 
have to be very lucky in- 
deed to work out, or stum- 
ble on, the key to a code 
that was not a simple shift 
— in any case, it might not 
have a key, it might be 
quite random. But — and 
we call this the First Rule of 
Codebreaking — YOU DO 
NOT NEED TO KNOW THE 
RELATIONSHIP OF A CODE 



Sherlock. I will not crack it 
for you, but I will show you 
how to get started. The code 
comes to us in the following 
note: 

DSWYP 

GSUVCUVKSUP CSUX GSIC 

PPYR QPI UVK KS ZKCYVK 

ILK KS WXSPO 

ZRD PPYL Y.V.L. 

There are, as I mention- 
ed before, a few rules which 
can help us. One is the fre- 
quency with which letters 
occur In the English 
language. 'E' is by far the 
commonest letter, followed 
by 'A\ If we had a whole 
page of code, we could say 
almost certainly that the 
letter occuring most often 
was 'E'. In a small snippet 
like this, however, we can- 
not be so sure. 

Let us begin by looking 
closely at the note and see- 
ing that we can observe. 
One striking feature is that 
two words being with 'PP'. 
This is unusual because 
very few English words 
begin with any double let- 
ter although lots of English 
words end with double let- 




TO THE ALPHABET IN 
ORDER TO BREAK IT. It 
helps if you can work it 
out, of course. But it is not 
necessary. In fact it is quite 
possible to break a code 
made up entirely of 
abstract symbols with no 
alphanumeric characters at 
all. Players of Sherlock who 
have done their homework 
will remember that Holmes 
himself cracked just such a 
code in "The Adventure of 
the Dancing Men." 

How do you break this 
sort of code? Just the way 
Holmes would: by observa- 
tion and deduction. There 
are a few helpful rules, but 
there is no set method. You 
must look carefully at the 
coded message, see what 
you can deduce, and then 
form hypotheses and try 
them out. The best way to 
explain this is by example, 
so let us take the more dif- 
ficult of the two codes in 



ters. If there was only one. 
we might suspect some 
obscure word or name. But 
since there are two dif- 
ferent words beginning 
with double letters, it is a 
fair guess that either the 
whole message or else the 
individual words are writ- 
ten backwards. 

Next we observe that 
there are four three-letter 
words in the message. It is 
very likely that one of these 
will be 'the'. Since we know 
that 'th' is one of the com- 
monest two-letter combina- 
tions (being virtually a 
separate consonant in 
itself) we can check to see if 
the first two letters of any 
of the three-letter words oc- 
cur elsewhere in the note 
(only since we suspeot the 
words to be written 
backwards we will actually 
check for the last two let- 
ters of each three-letter 
word). And sure enough, 



rapidly to other parts 
of your body as the 
poison courses through 
your veins. Your death 
is slow and horrible. 

12. When you read the 
silence spell, the 
Necromancer becomes 
powerless as he can no 
longer chant the 
mystical rhymes 
necessary for spell 
casting. Seeing his 
predicament he quick- 
ly slips on his ring of 
invisibility. Do you 
have the means to 
reveal his where- 
abouts? 

Yes — 43 
No — 47 

13. There is a grinding 
noise as a panel slides 
open to reveal a narrow 
staircase going up. 

Go to — 3S 

14. The stairs give a slight 
creak when you tread 
on them. Roll a die. If 
the result is a 1,2 or 3, 
you have set off a spear 
trap. Take 1-6 points of 
damage (roll one die). 
NB This trap will work 
only once. 

To go up — 42 

To go into the hall — 7 

15. You now have 2 marks. 
Go to — 41 

16. The road bends round 
to the south. As you 
turn the corner, you 
see something gleam- 
ing in the mud. Hoping 
that it will be a lucky 
omen, you pick up a 

Sold mark, 
o to — SB 

17. Do you have the scroll? 
Yes — 12 

No — 5 

18. The potion lets you add 
two to all future com- 
bat rolls. 

Go to — 49 

19. Having successfully 
completed the first part 
of your task, you set 
about gathering infor- 
mation as to the where- 
abouts of a ring of in- 
visibility. All the 
rumours suggest that 
you will find a Necro- 
mancer called Belmor- 
ton who was supposed 
to have won one in a 
bet. After weeks of 
travelling, you see your 
destination — a squat, 
ugly tower on top of a 
small hill on the north 
coast of the land. Your 
path continues to the 
east. 

Go to — 16 

20. The creature is i 
Gorgon. She looks at 
you and you join a col- 
lection of stone statues 
already in the room. 
Maybe one day some- 
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one will turn you bacK 
to flesh, but in the 
meantime you have a 
long wait, helped only 
by the knowledge that 
there are no pigeons in 
the room! 

21. The potion cures 1-6 
life points of damage 
(roll a die). 
Go to — 49 

SJ2. You are in the kitchen. 
There is a wondrous 
collection of exotic 
herbs and spices and 
you find a salve that 
you recognise which 
you apply to wounds. 
Cure three life points of 
damage. Ingredients 
are laid out on the table 
as if someone is going 
to do some baking — 
flour, eggs, rolling pin. 
currants and bowls. If 
you want to take any of 
it, make a note of it. 
Go to — 46 

23. People like you do not 
deserve to be allowed to 
read Gamer. There is 
no way in this game 
that you can get here 
without cheating. You 
are instantly polymor- 
phed into a large juicy 
bluebottle and placed 
in the cage of your ex- 
friend, the frog, who is. 
at the moment, looking 
forward to his next 
meal of fly-pie. 

24. You hear a grinding 
noise and see a flash. 
Roll a die. 

If you roll a 6 — 13 
If not — 39 

25. The path bends at nine- 
ty degrees here. 

To go N — 58 
To go E — 2 

26. The path continues 
round and up the hill 
until you reach the 
base of the dark tower. 
The entrance is a large 
studded iron door and 
there is a small out- 
building to one side. 
You approach the door 
carefully but to no 
avail as a magic mouth 
appears on it and 
screams out "In 
truder" in a piercing 
voice. This immediately 
brings two guards out 
of their house. Attack 
them in turn. They 
have SB /LPs of 9/8 
and 8/10. 

If you win — 36 
If you lose — SS 

27. The water is foul and 
noisome. Lose 2 life 
points. 

Go to — 41 



28. You are on the stair- 
case which you are now 
certain are trapped. 
Roll one die. If the 
result is a one. take 1-6 
points of damage from 
the spear. 

To go W — 49 
To go down — 42 

29. You see a large brass 
key hanging on a rusty 
nail. Before you can get 
it though, you will 
have to overcome the 
third guard who is sit- 
ting in front of it. He 
has an SR LP of 9/7. 
If you win — - 53 

If you lose — 55 

30. The path continues un- 
til it opens out into a 
small clearing. There is 
something shiny on the 
far side of it. 

To investigate — 40 
To go back — 58 
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31. You are 
manage 



You are lucky and 

manage to avoid 

breathing the gas. This 

time you select the blue 

book. 

Go to — 13 



- & 



32. Decide how much you 
are going to throw 
down the well. 

1 mark 
10 marks 
100 mark; 
500 marks 
1000 marks 
Go to — 50 

33. This is the Necro- 
mancer's bedroom. It 
is very untidy and 
there is considerable 
evidence of bats living 
there but nothing else 
of interest. 

Go to — 54 

34. You speak the magic 
word and there is a 
large flash. How much 
did you throw down 
the well? 

1 mark — 15 
10 marks — 62 
100 marks — 8 
500 marks — 65 
1000 marks — 23 

35. The passage spirals up- 
wards until it opens 
out into the Necro- 
mancer's Incantation 
Room. His eyes blaze 



try 



can tr? 

•H' and 

and 'K' 

appear in 



we find that the combina- 
tion 'VK' appears not only 
at the end of one of one the 
three letter words hut twice 
elsewhere, so we can guess 
that 'TJVK' is actually 
'EHT and we 
substituting ( E\ 
for 'U\ 'V 
wherever they 
the note. 

Then we observe that the 
two-letter word "KS* occurs 
twice. 'S\ because of its fre- 
quency, is a strong can- 
didate for being 'E' OP' ac- 
tually occurs most fre- 
quently, but that is because 
of its two double ap- 
pearances). But of the com- 
mon two-letter words only 
'he', 'me', 'we' and 'be' 
have an *E' in them, andlf 
the words are backwards 
'S' cannot be the 'E' in any 
of these, since it is the first 
letter. If, on the other 
hand. 'S' is 'A', the next 
most common letter, then 
*KS' is likely to be either 
'at' or 'as', so we can try 
substituting all the 'K's 
and 'S's with 'S/T' and 'A'. 
By this time we may be able 
to start guessing at one or 
two of the other words, 
thereby filling in more let- 
ters — and so on. 

It is all guesswork of 
course, but that is the way 
to break codes of this type. 
By trial and error, or. if you 
prefer a grander term, in- 
ductive reasoning. If some 
guesses are wrong, you will 
find that out as you go 
along. When they are right. 
more and more words will 
slowly fall into place. 

By this time you may be 



thinking "if codes are so 
easy to crack, what would I 
do If I wanted to make a 
code that would really keep 
something secret?" Well, 
the codes we have been 
discussing here are all 
relatively simple. The real- 
ly tough codes these days 
are generated by com- 
puters, and there Is no 
reason why you shouldn't 
use your computer in the 
same way. For example you 
could modify the 
decoder /encoder pro- 
gramme given here to 
create an alphabet shift 
code, but increasing the 
shift by three after every 
character In the message. 
This would make the code 
very hard to break because 
there would be no common 
patterns throughout the 
message. Even when you 
knew the code it would be a 
chore to decode but, of 
course, the programme 
could do that for you. 

To make such a code just 
add this line to the listing 
given above: 

85 LETD = D + 3 

Change the plus to a minus 
when decoding, 

It may be kids' stuff to 
MIS, but it should keep 
your secrets safe from or- 
dinary prying eyes. 

Finally, here is a coded 
message to try your hand at 
breaking. It is written in a 
very simple type of code, 
but it has one little twist 
which makes it rather dif 
ficult to break. Good luck 
— you'll need it! 



R GGVTJPVCWG VTMWYF 
ZVOC VYJZ VNJVDV SK 
YOVTdPVOCDIF MN 

GAVQ MTVYG Q M 



10 
20 
30 
40 
50 
60 
70 
80 
90 
100 

130 



PRINT "MESSAGE (CAPS ONLY- 

INPUT M$ 

INPUT "DISPLACEMENT (1-26)";D 

F0RL=1T0LEN(MS) 
CH = ASC(MTD$(M«.L» + D 

IF CH - D 65 OR CH - D 90 THEN CH - CM - D 
IF CH 90 THEN LET CH = CH - 26 
PRINT CHR4<CH>; 
NEXTL 

PRLNT:PRINT:INFUT' 'ANOTHER DISPLACEMENT? 
<Y-'N)'\A$ 

IF AS "N" THEN GOTO 30 
INPUT "ANOTHER MESSAGE? |Y/N)":A* 
"N" THEN GOTO 10 




This short listing will solve 
about 80% of the codes 
found in adventure games 
in less than five minutes. It 
will run on most micros, 
but Spectrum owners 
should replace line 50 with: 

50 LET CH = CODE MS 
(LTOL)+ D 
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THJIXK 




A supreme test of logic and strategy 




mmw 
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fK.' features:— 

Instant replays ! Icon-driven menu 
"•lay the computer or a friend 
loystick or keyboard control 

WK! Variations:- 

TUTORIAL THINK! 

i practice mode where the computer analyses and advises on 

four moves 

SPEED THINK! 

bach player has a limited time to make each move 

BLITZ THINK! 

»ch player has a limited time to complete all their moves 

I PROBLEM THINK! 

he computer wi I 1 set some fiendish problems for you to solve 
wyou can set up yourown grids forthe computer or a friend 
o solve. 



What Is Think! 

Essentially a board-game designed 
specifically for your computer, which, 
like all the best board games, is EASY 
TO LEARM but EXTREMELY DIFFICULT 
TO MASTER. 

Played on 6 x 6 grid, THIMK! will provide 
hours of fun and frustration for all ages - 



, 



ft is a simply wonderfully addictive and 
pniously designed game . . ." 

Popular Computing Weekly 



>t)le from all good software retailers -if it' snot there .please order it -or in case of 
send your crossed cheque/PO made out to Ariolasoft UK Ltd. , including your own 
■ne and address to Suite 105-106 Asphalte House, Palace Street, London SW1E 5HS 
J iNK! Spectrum 48K cassette £7.95. Amstrad cassette £8.95. 




TI6JTS: <jHS 



I 



HIGH PERFORMANCE PROGRAMS 
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Defend the spoils of the famous gold 
rush, guard the riches hidden behind the 
walls of the West Bank. Desperate characters 
plan and scheme their way to the gold, 
bloodthirsty gunmen try to blast their way to 
instant fortune but watch out for the innocent 
bystanders - a stray shot will harm your 
reputation for ever. Keep a keen eye on the 
horizon and your trigger finger poised for action - 
the law of the West is still the law of the gun. 






Spectrum 48K 



Gremlin Graphics Software Limited Alpha House. 10 Carver Street. Sheffield SI 4FS. Tel: (0742) 753423 



ABFEKTUiE 
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After a hard day In the 
office writing Gamer 
reviews I soon Tell into a 
deep sleep* Dreams of scor- 
ing a century at Lord's 
were soon replaced by more 
nightmarish ones and I 
became trapped in one of 
them. In order to wake up, 
I had to travel across the 
land of Zzzz and find and 
cross the border post back 
to the real world. 

Zszz is a text and 
graphics adventure game 



description. The cursor is 
positioned over the centre 
of a compass icon. A quick 
press of the fire button 
lights up the directions of 
the exits. If you select one 
of the manipulative icons, 
you get a list of objects that 
1 are available. For example, 
if you select the pick up 
icon, you may get a list of 
spade, bucket or alL 

The main problem with 
Zzzz Is that setting it in a 
dream* the problems are 




that also features icons to 
replace the most commonly 
used commands for those 
of you too lazy to type them 
in. These include enter and 
leave, use. get. drop, inven- 
tory and help. The icons are 
on either side of a location's 
Illustration with the text 
window at the bottom of the 
screen. 

When you first enter a 
location, you get a brief 



largely unconnected and I 
found tht the atmosphere 
created by the storyline 
was minimal. Still, for only 
£1.99 who's complaining? 

PLANET RATINGS 



Storyline 


2/5 


Atmosphere 


3/S 


Difficulty 


2/5 


Value for money 


3/5 




with fury as he sees 
you and he starts wav- 
ing his arms about and 
chanting some strange 
words* How do you 
wish to attack him? 
Normally — 59 
Magically — 17 

36. T'he guards have 
nothing of interest on 
them. Unfortunately, 
neither do they have 
the key to the door. Yoy 
have little alternative 
to going into the guard- 
house. 

Go to — 29 

37. You search the bodies 
and find a small key 
and a total of 14 marks. 
Go to — 4S 

38 To go up the hill — 26 
To go down — 2 

39. The sleeping gas quick- 
ly takes effect and you 
are soon snoring gently 
When you awake, you 
are in a small wooden 
cage looking at the 
Necromancer and 
wondering how you 
will have to serve your 
new master for the rest 
ot your days, 

40. The object is a large, 
round shield which is 
entangled in a stick> 
web. As you go to pick 
it up, something drops 
on the back of your 
neck inflicting 3 life 
points of damage. It is a 
giant spider and has an 
SR/LP of 9/6. Note 
that it does 3 points ot 
damage per round due 
to its poisonous bite. 

If you win — 6 
It you lose — 55 

41 The path is tangled and 
overgrown and you are 
just about to turn back 
when you notice a 
square shaped struc- 
ture which seems out 
of place in the 
wilderness. Clearing 
away the brambles, 
you uncover an old, 
disused well. A mildew- 
ed plaque on the side of 
it is written in an 
Elvish dialect. From 
the odd word that you 
can understand, it ap- 
pears to once have had 
some magic powers, A 
warning says to take 
care as -it will work on* 
ly once for each person. 
To drink from the well 

— 27 

To throw some money 

— 32 

To go back — 58 

42. You are on the stair- 
case. Wary for traps, 
you will only set this 
one off on a roll of a 1 
or 2. The spear does 1-6 



points of damage. 
To go up — 28 
To go down — 14 
To go W — 61 

43. You will need a bag of 
flour. Do you have one? 
Yes — 63 

No - 47 

44. The creature is a 
Gorgon but before she 
can look at you, you 
use your shield as a 
mirror. Roll a die. If 
the result is a 1, you 
are turned to stone but 
if it is a 2-6, then you 
manage to avoid her 
stare. NB you must roll 
every time you enter 
this room. The room 
contains a few statues 
— the Gorgon's 
previous victims — but 
nothing else. There are 
doors in the north and 
east walls. 

To go N — 54 
To go E — 42 

45. To go E — 52 
To go S — 2 

46. The door opens into a 
dining room. The fur- 
niture is spartan and 
there is nothing of in- 
terest. Doors lead east 
and south. 

To go E — 22 
To go S — 7 

47. Belmorton disappears. 
You don't even hear the 
door slam behind you 
as it is protected by the 
silence spell- Your 
chances of rescuing 
your friend have disap- 
peared with the Necro* 
mancer. 



- & 



48. You are back in the 
library. The instruc- 
tions draw your atten- 
tion to a blue book and 
red book next to each 
other but goes no fur- 
ther. 

To pull the blue book — 
13 

To pull the red book — 
3 
To pull both books — 



49. You are in the Necro 
mancer 's laboratory. 
Test tubes and multi- 
coloured liquids lie all 
over the benches. There 
are doors leading to the 
stairs and also to a 
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small study. After 
careful searching, you 
come across two labell- 
ed potions — healing 
and strength. 
To drink the healing 
potion — 21 
To drink the strength 
potion — 18 
To drink both potions 
— 11 

To go to the study — 9 
To go to the stairs — 28 

SO- Do you know the magic 
word? 
Yes — 34 

No - 4 

si The path reaches ilu: 
clifl and heads east 
along the edge. As you 
reach the corner, you 
bump into two 
brigands. You are all 
equally surprised and 
go for your swords 
simultaneously. Fight 
each of them in turn 
They both have an 
SR/LP ol 7 10. 
II you win 37 
If you lose - 55 

S2> The clift path ends here 
but there Is a smalt 
winding path leading 
down the cliff face. 
To go D - 56 
To go W 45 

53 You take the key and 
come out of the guard- 
house. 

Go to - 64 

54 You are in the library 
You have a look at 
some of the books but 
none of them make any 
sense to you. Doors 
lead e*-.st and south 

To go E - 33 
To go S — 44 

55 Although you have 
died in combat, it ma\ 
not be in vain. The 
Gods will look kindly 
on someone who gave 
his life trying to save 
his friend, 

56 As you reach the bot- 
tom of the sea cliff, you 
see a young lady chain- 
ed to th e rocks 
Already, the waves are 
beginning to crash over 
her body. Rushing out 
into the sea, you are 
relieved to find that the 
key that you found on 
the brigands fits the 
lock. After dragging 
her back to shore, she 
tells you that she was 
being sacrificed to ap- 
pease a sea monster 
which had sunk the 
brigand's ship. She is 
only a poor peasant girl 
and so cannot give you 
any monetary reward 
but she does tell you 
that the word 
"Elenkir" is rumoured 
to have magic proper- 



ties if used in a hidden 

place. 

Go to — sa 

S7, Check to see if you get 
past the Gorgon, as 
detailed earlier. 
If you succeed — 48 
If you fail — 20 

SB. The path continues 
south through a small 
copse but there are also 
small trails leading off 
east and west. 
To go S — 2S 
To go E — 30 
To go W — 41 

59. You swing your sword 
at his head but 
somehow it never 
reaches him as he casts 
a spell over you. You 
feel a sudden urge to 
drop your weapon and 
do whatever your new 
master suggests — a 
feeling that will stay 
with you for the rest of 
youi natural life. 

bO You search the bodies 
but there is nothing ot 
any value on them. You 
lake the opportunity 
\ hough to feast on some 
venison and this makes 
you feel much better. 
Restore two life points. 
Gc to -- 38 

*: l The dooi opens into a 
room with a creature in 
lu Are you carrying ih* 
shiny shield? 
Ves - 44 
No - 20 



e>S& You now 
marks. 
Go to 41 



hate 



63, You hurl the flout at 
Belmorton's last 
known position. Thi 
ba^ explodes and ^ 
while cloud is scattered 
over the entire room 
Y ou see the laini 
outline of the Necro 
mancer. trying \ c 
sneak past you. Draw 
mg your sword, you 
stand in Ironl ol him. 
Realising that all is 
lost, he i emoves the 
ring and re-appears in 
Ironl of you. You ex 
plain that you will 
spare him if he gives 
you the ring and tell 
him why you need it 
He agrees reluctantly 
and wishes you well 
saying that you are the 
only person ever to 
have broken through 
all of his defences and 
that you deserve to 
rescue your friend. 
You set off on the long 
journey back to 
Doriden. 

64. To enter the tower — 7 
To go down the hill — 



65. A scroll case appears. 
Inside is a spell which 
will cast a magical 
silence in a thirty foot 
radius around you. The 
spell can only be used 
once. 
Go to - 41 



Title: 
Computer: 

Supplier: 
Price; 



Runestone 

Spectrum — C64 and Amstrad 

versions to follow 

Firebird 

£7.98 



Originally written for 
Games Workshop, but now 
released under the Firebird 
label, Runestone is a real- 
time adventure featuring 
the sort of landscaped 
graphics first seen in Lords 
of Midnight. 

Kordimir the Necro- 
mancer has been sending 
his ore legions into the land 
of Belorn for many years 
and is on the verge of winn- 
ing. However. Greymarel. a 
wizard whose powers have 
temporarily failed him, has 
a dream in which he is told 
that if he can seek out the 
Book of Zarimir, all may 
not be lost. Thus begins the 
quest which Greymarel 
undertakes with his two 
friends Eliador, last of the 
Elves and Morval the War- 
rior. 

You play all three main 
characters, changing bet- 
ween them at will. It is best 
to change fairly frequently 
as time is an integral part 
of the game and all the 
other characters that you 
meet live their own lives 
and move around. The 
game has a large 
vocabulary even though 
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only the first three letters 
of each word are checked. 
'Examine', 'get air and 
'say* are all supported. 

There are over 2000 loca- 
tions to explore, all il- 
lustrated so obviously 
descriptions are very 
limited, As you move 
towards objects such as 
huts or towers, you see 
them getting larger in the 
picture window. There is 
also a picture of the 
character you are currently 
controlling. Moving is 
slightly different from 
other adventures. N.S.E 
and W merely turn you in 
the appropriate direction 
and you must use "move" 
or "M" to move. "In" and 
"out" are used for entering 
or leaving buildings. 

You will frequently get 
involved in fights with the 
ores. You must specify a 
weapon to attack them 
with or the computer 
assumes you will use your 
bare hands. "Shoot" allows 
you to use a bow and ar- 
row. You cannot be killed 
as such but your strength 
does diminish. You can use 
the status command to find 
out how healthy you are. 

My initial feelings when 
playing Runestone was that 
it lacked atmosphere and 
was too easy, but after I 
had wandered well into ore 
territory, recovered a gold 
casket, one of the lost 
treasures of Belorn, and 
found a silver ring com- 
plete with an as yet 
undeciphered inscription, I 
was somewhat surprised to 
find that I had solved about 
0%. It should be pointed 
out though that your score 
is dynamic and can go 
down as well as up if some 
of your characters aren't 
doing too well (they had 
been captured by ores hav- 
ing had all their posses- 
sions stolen by a nasty little 
toad of a character), 

Runestone comes nicely 
packaged completely with 
an instruction/story book. 
a parchment map and 
fragments of the book of 
Zarimir that were revealed 
to Greymarel in his dream. 
If you enjoy the type of 
adventure where explora- 
tion is the key. rather than 
problem solving, then this 
is certainly a game well 
worth looking at. 

PLANET RATINGS 



Storyline 


4/5 


Atmosphere 


4/5 


Difficulty 


3/5 


Value for money 


4/5 
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enclose Cheque/PO. 



MASTER OF 



sue 




Master of Magic is the latest 
of Mastertronics MAD 
games. Gordon Hamlett 
explores this joystick 
adventure that costs only 
£8.99! 



I never did like vampires. 
Ores and skeletons I can 
handle but there are a cou- 
ple of particularly vicious 
vampires who insist on 
chasing me round vast 
areas of dungeon with the 
usual outcome being my 
untimely death. 

Master of Magic is a 
men u -driven role playing 
adventure game. You were 
exploring a dark, 
mysterious pool in some 
caves one day when a hand 
suddenly appeared and 
pulled you under. Instead 
of drowning, you are 





transported into a strange 
land of magic. The 
perpetrator of this dastard- 
ly deed is one Thelric, 
Master of Magic. He alone, 
he explains, can transport 
you back to your own land 
but there is a catch. He is 
afraid of dying and wants 
you to find the lost Amulet 
of Immortality. 

The screen is divided in* 
to five main areas. The top 
line has details of your 
current mental and 
physical energies and a 
clock. Mental energy shows 
the amount of power you 
have left for spell casting 
whilst the physical chart 
shows how much damage 
you can take before dying. 
The clock records the 
amount of time you have 
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Your adventure begins. . 

spent in the dungeon. It 
stops though when you are 
performing an action so 
you have as much time as 
you want to decide how you 
are going to tackle a pro- 
blem. 

The top left hand corner 
shows a map of your cur- 
rent surroundings. Only 
items that you can actually 
see are displayed so that if 
you want to know what is 
behind a closed door, you 
will have to open It first. 
The dungeons are a mix- 
ture of passages, rooms and 
caverns. It is probably a 
good Idea to draw some sort 
of a map as you go. This 
need only be rough and 
probably will be! Have you 
ever tried mapping ac- 
curately whilst being chas- 
ed by Hellhounds? You are 
depicted on the map as a 
small yellow blob with 
other objects shown as 
small indistinct pictures 
but this is only to give you a 
rough idea of where 
everything Is in relation to 
you and large pictures of 
what you meet are shown 
at the bottom of the screen. 
The scrolling of the map is a 
bit Jerky and you have to 



make sure that you enter 
passages exactly in the 
middle. 

The other window at the 
top of the screen is your in- 
formation box . Messages 
are displayed here such as 
the outcome of any combat 
you engage in. Also appear- 
ing here are confirmation 
of the actions you have 
chosen and descriptions of 
items which you examine. 

The central part of the 
screen displays a list of 
commands that can cur- 
rently be chosen. Selecting 
an action is either joystick 
or keyboard controlled. 

The bottom window 
displays large pictures of 
any object you can see. 
These can be of monsters 
that are attacking you, 
weapons that they have 
dropped, treasure that they 
were guarding or special 
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Large graphics of what you meel on the screen are shown here. 
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features of the dungeon 
such as doors and stair 
cases. 

g the game 

Your character is controll- 
ed entirely via the menu 
system so there is no need 
to find exactly the right 
phrase to type in. You are 
always given the full 
list of commands, but only 
those choices that are 
available to you at the time. 
Thus you will not see the 
open command unless 
there is actually a door to 
be opened. Many of the op- 
tions lead into sub- menus 
and things can get quite In- 
volved. 

For example, suppose 
you have found a scroll but 
before you can pick it up, 
you are attacked by two 
skeletons. You must decide 

v to attaok them and 
which one you are going to 
attack first. When you have 
killed them, you see that 
they have dropped a shield 
and a ring. You may now 
decide to drop your 
weapon, pick up the scroll. 





examine it and put it in 
your back-pack , pick up 
the, ring and wear it t pick 
up the shield and finally 
pick up your weapon again. 

Monsters and 
Magic 

There are many types of 
monster for you to battle 
against. These range from 
bats and spiders, through 
ores, skeletons and vam- 
pires through to the final 
confrontation with a 




Messages, such as the outcome of combat, are displayed 
here. 



One nice touch is that 
^n you kill a creature, 
its picture is overwritten 
with the word "DEAD". 
This clarifies matters when 
you are under attack from 
more than one opponent 
and Is useful when you are 
back-tracking through the 
dungeon desperately seek- 
ing for a health potion and 
anxious not to pick another 
fight. 




minotaur. 

Some monsters will 
guard a particular area or 
treasure, others will give 
chase when attacked and 
some will even open doors 
and come and get you! 
Creatures can be attacked 
either with a weapon that 
you have picked up or with 
one of the spells that 
Thelric has seen fit to 
bestow upon you. These are 
three offensive spells — 
magic missile, fireball and 
energy drain — and one 




The map shows your current surroundings. 



defensive spell — magical 
shield. Casting a spell uses 
up some of your mental 
energy and if that runs too 
low f then you will no 
longer be able to use magic. 
Magic missile tends to work 
best against a single oppo- 
nent whilst fireball is the 
better choice against a 
group. 

Fulfilling your 
Quest 

There are many items to 
help (or hinder) you as you 
try to find the amulet. 
Scrolls give you clues of a 
cryptic nature such as 
■"The dagger of death" is a 
special Kind when used on 
the minotaur it weakens 
his mind". Potions may 
heal your wounds or 
restore your mental 
energy. There are several 
magic rings to be found and 
if you defeat certain 
monsters, you can pick up 
their equipment such as ar- 
mour and helmets, swords 
and axes. Note that if you 
are holding two weapons, 
you will attack with the one 
in your right hand. There is 
a SWAP command to 
change weapons over. 





Master of Magic is one of 
several role-playing games 
to have been released 
recently. Whilst it may lack 
the sophistication or depth 
of some of its rivals, it is 
considerably easier to play 
and get in to. It also 
possesses that prime re- 
quisite of all good games — 
it's great fun. All this plus 
some good music by Rob 
Hubbard for only £2,99 — 
what more can you ask for? 



Originality 
Graphics 
Use of machine 
Value for money 
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Commands are selected from this menu. 
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ML GAMES GUARANTEED IN STOCK 
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5% DISCOUNTS, 

FREE SECURICOR DELIVERY 

ON ORDERS OVER £40. 

NOW! 

EASY ORDERING WITH OUR 
NEW FREEPOST ADDRESS. 



COMMODORE 



Commando 

Rambo 

Fight Night 

Little Computer People™ 

Young Ones 

Zorro 

SkoolDaze 

Outlaws 

Goonies 

YabbaDabbaDoo. 

Mercenary 

Back to the Future 

Revs 

Enigma Force 

Ball Blazer 

Arc of Yesod 

Gyroscope 

Crazy Comets 

Transformers 

Quake One 

Bounder 

Rock 'N Wrestle 

Superman 

Critical Mass 

Korons Rift 

Dragon Skulle 

Nightshade 

Scalectrix 



TICK TICK 

T SINCLAIR ▼ 

6.70n Commando 5.95D 

6.70D Deathwake 5.95Q 

7.50D Zoids 5.95Q 

7.50 [ Mikie 5.95 [ 

5.95 [ Enigma Force 7.50 [ 

7.50l Zorro 5.95[ 

6.25 [ Transformers 5.95 [ 

7.50C CosmicWartoad 5.95f 

7.50C Yie Ar Kung Fu 5.95Q 

5.95 [ Panzadrome 5.95 [ 

7.50 [ Lord of the Rings 11-20[ 

7.50 [ International Karate 4.50 [ 

11.20[ 3 Weeks in Paradise 7.50 [ 

7.50L Winter Games . 5.95D 

7.50 [ Back to Skool 5.20 1~ 

6.70 C Arc of Yesod 7.50f 

6.70 T Tomohawk 7.50 £ 

5.95C Saboteur- 6.700 

6.70 [ Roller Coaster 5.95 f 

7.45 [ Sweevo's World 5.95 [ 

7.50 [ Impossible Mission.. 5.95 [ 

7.50 [ Surfchamp 7.50 [ 

7.50 □ Gyroscope 5.95[ 

7.50E Gunfright 6.70Q 

7.50 [ Artstudio 11.20(1 

7.50 n Battle of the Planets 7.50 [ 

7.50 f Elite ........ 11.20[ 

7.50f Critical Mass 6.70[" 



TICK 



MSX 



Road Fighter 

Hyper Rally 

Soccer 

Ping Pong 
Boxing 
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Yie Ar Kung Full _..... 

Yie Ar Kung Fu 

Tennis _ 

****-* '■ ............... *i++**„i*.i**,»i*,*i, . 

Track 'n' Field I 

Track 'n' Field II 

Hypersports I 

Hypersportsll 

Athletic Land 

Time Pilot 

Super Cobra 

Sky Jaguar 

Kings Valley 

Circus Charlie 

Antarctic Adventure 

Monkey Academy 

Mopi Ranger.. 

Comic Bakery 

Knightlore 

Alien 8 

Boulderdash _... 

Ghostbusters ... 
LeMans 



.x. Lx.l x . 



Ett4*t*lt*l * It**** 



... 12.95 n 

12.95Q 

.... 12.95 D 
... 12.95 [ 

....12.95D 
12.95C 

.... 11.95D 

11.95D 

.11.95D 

.. 11.50 D 

...11.50D 

... 11.50 n 
11.50 C 

10.95H 

10.95 □ 

... 10.95 C 

. 10.95Q 

... 10.75 n 

10.75D 
. 10.75D 
... 9.95D 

... 9.95 n 

... 9.95 □ 

7-50 □ 

... 7.50 Q 
5.95 □ 

• 8-95 r 
7.50 C 



NAME 




ADDRESS 



Send order to: 



POSTCODE 



I enclose cheque/P.O. for £ 
TELEPHONE 



*UK ONLY 



C.Q. 



bend order to: k^Ooc 
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Imagine that you are walk- 
ing down a long corridor 
with three doors close to 
each other on one side. In 
the first room is a family of 
goblins. Behind the second 
door lives a ferocious ogre 
whilst a wizard continues 
his mystical research 
behind the third. This is the 
sort of situation that you 
might come across In 
adventure game and yt 
believe that it is highly il- 
logical and that this set up 
will have broken down long 
before any adventurers get 
anywhere near. 

The problem is that 
there is no organisation 
within the story. Why 
everyone Is there has not 
been thought out properly. 
To start with, the ogre will 
have long since eaten the 
goblins! In order to stop a 
similar fate befalling him. 
the wizard will have to 
abandon his research in 
order to cast defensive 
spells on himself etc. And 
yet. if you stop to think for 
a moment and give the 
characters a reason for be- 
ing there, you can easily 
build up a logical plot and 
greatly enrich your story- 
line at the same time* 

Start with the wizard. 
Perhaps he was expelled 
from his home town for do- 
ing something dreadful 
such as turning the king's 
hair green in an experi- 
ment designed to get rid of 
pimples. Cast out into the 
wilderness, he obviously 
needs some form of protec- 
tion. Stumbling by chance 
one day upon a baby ogre 
(ogrelet? ogreling?) — Tor 
surely no fully grown ogre 
would allow himself to be 
so easily caught — he casts 
a charm spell over it and so 
forces the ogre to serve 
him, 

Looking around for 
somewhere to live, they 
discover a cave system 
occupied by a tribe of 
goblins. After the ogre has 
ripped a few token heads 
off, the goblin chief reluc- 
tantly agrees to serve the 
wizard as well. Over the 
years, the oaves get 
developed and other 
creatures are allowed to 



ADVENTURE 



Dungeon 
Dressing 

Are your adventures a jumbled ^J 
mass of monsters and problems? Gordon 
Hamlett helps you sort them out. 



move in — for a fee of 
course. The wizard is hap- 

>y because no-one disturbs 

lis 
because he gets to play i 



S 



s work. The ogre is 



happj 

■iv :.: !. 



heavy and the goblins keep 
him supplied with rotting 
flesh to eat. The goblins 
themselves have come to 
respect the strong leader- 
ship although there may be 
one or two who remember 
the old days and would 
seize the opportunity to 
revolt. For a bit of sport, 
there is always some fool- 
hardy adventurer, keen to 
seek nis fortune. 

Depending on how much 
further you want to take 
things, this organisation 
can be expanded even 
more. There must be 
regular supplies of food 
and water giving the 
chance of meeting a hun- 
ting party. The wizard is 
bound to require some 
esoteric substances for his 
potions and this may 
necessitate trading with 
outsiders. 

Consider also how the 
caves would be defended. 
Creatures of low In- 
telligence such as giant 
spiders have no ability to 
organise and apart from a 
few strategically placed 
webs, would do nothing 
more than drop on un- 
suspecting passers-by. A 
large tribe of goblins on the 
other hand would have all 
sorts of defences arranged. 
There would be trip wires 
that rung warning bells, 
The carefully placed pit. 
Look outs. As soon as the 
alarm is raised, someone 
will go and alert the 
guardB. If they can't cope, 
officers and reinforcements 
in the form of hobgoblins 
may be summoned. Only if 
that was insufficient would 
someone have the temerity 
to rouse the ogre from his 
afternoon nap. If by any 
chance an adventurer 
managed to get past all this 



and reach the wizard, he 
would have no compunc- 
tion at all about using every 
spell and magic weapon he 
owns against you. 

What started out as 
three locations has turned 
into more or less a complete 
story, If you cast your 
mind back to all the fantasy 
books that you have read, 
you will soon realise that 
every thing is there for a 
purpose and fits into the 
story logically. If you use 
the same principles in your 
games, then you will find 
that they play an awful lot 
better than a disjointed col- 
lection of puzzles. 

Give them credit 

One of the things that I find 
very annoying when play- 
ing adventures is a situa- 
tion suoh as this: you have 
found several keys and 
come across a locked door. 



or 

Open door 

None of the keys that 
you are holding fit the 
lock. . . 

A lot better, I'm sure 
you'll agree. That's all for 
this month. Next month, I 
want to take a look at 
designing a combat system. 




Open door 
Whi< 



f hich key? 
Black key 

The door does not open 
Open door 
Which key? 
Brass key 
The door does not open . 



It is not difficult to pro- 
gram this differently to 
give something that reads a 
lot better. If you were in a 
real life situation, you 
would try all of your keys 
automatically until one of 
them worked so, the ex- 
change could read: 



Open door 

The small silver key fits 
the door which swings 
open . . . 
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ADVEXTURE 




This month we feature 
some tips for Hutchinson's 
tense thriller. The Fourth 
Protocol sent in by Sanjay 
Keswanl but first some 
help for adventurers stuck 
In Level 9's Red Moon from 
Martin Gormley. 

Red Moon 

To take the burning sword 
wear the glove. 

To get the coins from the 
grate use the (magnetic) 
horseshoe, 

To cross the chasm drop 
the acorn and the scroll and 
then read the scroll. 

To get past the statue 
wear the cloak. 

Finally — to get past the 
guard dog put pills in his 
meat. 




THE GAME 



The Fourth 
Protocol 

The following top secret in- 
formation has come in to 
our possession which may 
be some use to agents try- 
ing to solve the Fourth Pro* 

tOOQli 

Part 1 — The Nato Papers 

1) For telephone numbers 
use the file, TELEPHONE, 





2) To narrow down the 
possible suspect traitors 
remember that he or she 
must have access to the 5 
Nato papers and the MOD, 
Cabinet, and Foreign files 
as well as a photocopier. 
3} When asked about 
Stanistav, select Other 
Selections and suggest tur- 
ning him, 

4) When Braoton has called 
you put as many watchers 
as possible on him. When 
you discover the dark 
secreats of his weird social 
life contact medical securi- 
ty. 

5) Comparing the finger- 
prints on Nilson's diplom- 
matic file in Stockholm and 
on the school noteback 
shown by Anna Nilson at 
Storuman and reading the 
files at UMEA should give 
you some important clues, 

6) Plumb's question, "How 
was the traitor recruited?' ' 
would be better rephrased 
"What kind of traitor Is 
he?" 



Part 2 — The Bomb 

Use your ID card as much 
as possible, as you may get 
more out of uncooperative 
Individuals. 
At Gordons. 

1 ) The essential objects 
here are a tube map t wallet, 
computer and the ID card, 

2) To use the lift you will 
need a password which can 



be decoded on a one time 
pad from the numbers 
given at the end of part 1. 
3) Once you have talked to 
Harcourt-Smith leave Gor- 
dons in search of you new 
base. Sentinel House- 
Some important tube 
stations; 

Euston — Gordon's. 
Oxford Circus — Boots 
(photographic dept). 
Victoria — BR to Dover. 
Westminster — Treasury, 
Sentinel House. 
Barbican — Flowers for 
Blodwyn hidden some- 
where in this infamous 
maze. 

Great Portland Street — 
Boots, University. 
Paddlngton — BR to Bristol. 
Boston Manor — Hobbyist 
shop. 

Heathrow — Conference 
Centre. 



Sentinel House 

This is your new base and a 
regular source of informa- 
tion. 






1 H 


t 


* i 


1! ■ 






1) To use the lift you will 
need 4, a poem" to convert 
the Gordon's password to a 
string of numbers. 
S) Ask C's secretary for 
more money if you need it. 

3) A fireman can be obtain- 
ed from the armoury in the 
basement. 

4) To get a 'make' on a 
photograph you will need 
Blodwyn f s help In the Ar- 
chives. She loves flowers 
and adores C. 

5) Special equipment can be 
found in the Special Pro- 
jects Room. 

6) Finally go to the printer 
room for regular informa- 
tion. 
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In EARTHWOOD, twenty-five players compete to 
be the ultimate ruler by controlling all the de- 
veloped cities, either singularly or with an alliance, 
A typical game will last about 18 months with the 
first knockouts usually starting after six months. 

Each player is either a king of a fantasy race or 
powerful charismatic character. Your character or 
king controls several groups each of which is totally 
independent of each other. You can recruit trolls, 
wildmen and others into your armies, and even 
control powerful creatures such as dragons. Your 
characters will capture and control cities, upon 
which you can spend gold to improve security, in- 
crease your workshop's production, build defences 
and maintain and enlarge your army. With gold 
your wizards undertake magical research, learning 
new spells. Spies search out enemy strongholds 
and then attempt acts of sabotage, theft and 
assasination. These are just a few options available to a 
player in EARTHWOOD, 

EARTHWOOD is computer moderated but the 

turn sheets and replies are written in plain English 

so that you can easily understand them. No need 

to look through complex charts and code books to 

understand this acme. 

To enrol in Earthwood send 

£5,00 cheque/PO payable to 

KJC Games. For this you re* 

ceive the rulebook, setup 

and first three turns. Future 

turns are f 1.50. Send to 

KJC Games. P.O. Box 11. 

/■* A klp^ Cleveleys. Blackpool 

laAltfltd Lancashire FY5 2UL, 
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If you've followed our Play 
by mail series from the 
start or lust started reading 
Gamer here's your chance 
to try an exciting new hob- 
by for only a £1. 

What are PBM 
games? 

PBM games are adventure 
style games that are played 
between hundreds of 
players spread throughout 
the country, if not the 
world. 

Every month each 
player send their orders to 
central Games Master (GM) 
who processes the turn and 
sends out game reports to 
all the players. 

The games that are 
possible using this system 
are as varied as the com- 
panies that run them and 
range from tribe based, 
fantasy adventures to 
galaxies full of aliens. 

Although extremely en- 
joyable, PBM games can be 
a little expensive with 
charges being made for the 
players initial setup in the 
game and a fee for each 
turn after that. 




Start the New Year by playing a PBM 
game. Computer Gamer and KJC 
games offer you the chance to try one 
for only a £1. 




Special Offer 

KJC games and Gamer have 
teamed up to offer you the 
chance to try a PBM game 
for a fraction of the normal 
cost. 

The game in question is 
called It's a Crime and pits 
you as a gangland boss try- 
ing to get control of an 
American city. Unfor- 
tunately about 500 other 
bosses have the same plan 
so you'll soon find a need 
for your gangs of hitmen. 

It's a Crime will normal- 
ly cost only £5 for 8 turns 
making it one of the 
cheapest games to play 
Now we are offering you 
the chance to try it for only 
& £1. 



: ■ 

:: : m 



This £1 will cover the 
costs of your setup fee plus 
your first 2 turns. Plus it 
you're one of the first 500 
to take advantage of this 
fantastic offer you'll get an 
extra 2 free turns. That's a 
setup fee plus four turns 
for only a £1 1 

All you have to do to sign 
up for the game Is to fill in 
the coupon below and send 
it to: 

It's a Crime. 
Computer Gamer Offer, 
No. 1 Golden Square, 
London W1R 3AB. 

Remember the first 500 
get an extra 2 free turns so 
send your coupon to us to- 
day. To miss out on such an 
offer would be a crime! 



,.■.■:■:;■ ;■:■: ':• 








Important 

Taking advantage of this of- 
fer does not commit you to 
play a full game of It's a 
Crime. If you haven't en- 
joyed playing by the end of 
your turns then you can 
quite simply drop out of the 
game. 

This we feel is unlikely 
and if you decide to con- 
tinue playing the cost will 
revert to the usual 8 turns 
for £5. 







m&f* 



*m 







i* <*'. Ill 

WmS, 



1 1 s a Crime, Computer 
Gamer, No. 1 Golden 
Square, London W1R 3AB. 

I would like to play a game 
of Its s a Crime at the 
special Computer Gamer 
rate. 




* • • * 



Name . 
Address . t . , 



■ ''ii 



Age 



- • * * 



a 4 . _ 



* • 



<■ t - . 



* I a m. 






* t t 



for n £l° Se a Cheque/ P° stal 0rder addressed to KJC Games 
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iMfiBL WELL 
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Spectrum and Amstrad 
R.R.P. £8.95 

DURELL sales dept. 

Castle Lodge Castle Green, Taunton TA1 4AB 



DWEUCOMPCTTTKW 

Entry Coupon 

Cui out ihis coupon and send a 

with a completed entry form 

included wtlh any of the new 

DurelJ games 
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SPECIAL OFFER 




Amstrad, BBC, C64 and 
Spectrum adventurers can save 
£5 on a text adventure by 
taking advantage of our 
special offer. 




Computer Gamer and CDS 
Microsystems have teamed 
up to bring you a text only 
adventure, Castle 

Blackstar. at a silly price. 

Normally you would 
have to pay £7.95 to ex- 

Elore the mysterious castle 
ut you can start playing 
for a special Gamer price of 
only £2.95! 

This text only adventure 
allows you to enter com- 
mands such as "take lamp 
and light it" and "Drop 
sword down the well". 

Your quest begins in a 
luxurious room furnished 
in sliver and glass. The ceil- 
ing is high and arched with 
a nuge relief map of the 
moon hanging overhead, 

The most striking 
feature of the room is the 
woman speaking to you. 
She is tall and willowy with 
hair like spun silver. She 
carries easily an air of 
authority and wisdom. 



She speaks again,"., 
finally when you locate the 
orb you must return it to 
me. You may keep any mor- 
tal treasures you find after 
I have cleansed them of all 
evil." 

You bend and bow say- 
ing. "My Lady 
Artemis. 

Darkness enfolds you, 
until suddenly you find 
yourself awake in the 
sunlight of the vale of Cas- 
tle Blackstar. Your quest 
has begun . . . 

Ahead of you lies a dark 
wood, fiendish puzzles, 
fantastic treasure, deadly 
foes and the castle itself. 

If you want to take ad- 
vantage of this offer simply 
fill in the coupon below, 
remembering to show 
whether you want a BBC, 
C64, Spectrum or Amstrad 
tape, and enclose a cheque 
or postal order payable to 
CDS Microsystems Ltd. 




Then send it off to; Computer Gamer (Blackstar offer), No. 1 Golden Square, London W1R 3AB. 




r 



Name . , 
Address 



Please allow 28 days for delivery. 



L 



Please send me copies of the special offer tape of 

Castle Blackstar. 

I enclose a cheque/postal order for £ (£2.95 

each). 

I would like the BBC/C64/Spectrum/ Amstrad version 
(delete as applicable). 



~i 
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SHEKHANA COMPUTER SERVICES 



Present 




SHEKHANA COMPUTER SERVICES 

Present the following special 
offers to GAMER readers 



MB 
RITE 

COMMANDO 
LORD OF THE JUNGS 
FAIftLIGKT 
BACK TO SCHOOL 
SPY HUNTB1 
MIND SHADOW 
SUPERMAN 

NIGHTSHADE {Ultimate} 
DIARY OF ADRIAN MOLE 
TOMAHAWK 
SWORDS AND SORCERY 
SWEEVO'5 WORLD 
WAY OF EXPLODING FIST 
DADDY ROCK W 

BATTLE OF THE PLANETS 

ERUN 
GUNFRIGHT 
GYROSCOPE 
F BRUNO'S BOXING 
SOUTHERN BEIi£ 
MUGSY'5 REVENGE 
ARTIST JI 
FIGHTER PILOT 
ULOCKBUMTiRS GO RUN 
■PING PONG 
MONTY ON THE RUN 
SPITFIRE « 
WORM IN PARADISE 

i SOIJ> A MILLION 
5KYFOX 
KAMBO 
SUPERBOWL 
CtOONES 
LEGEND OF AMAZ. WOMEN 

''> ESPRIT 
IMPOSSIBLE MJKSION 
SHAOOWFIRF II (ENIGMA F. 
SABOTEUR 
CRITICAL MA55 
WAYQFTHETJGER 
STRIKE FORCE HARRIER 
WEST BANK 

■ TY BOB 
THE ART STUDIO (OCT) 
YTE AR KUNG FU 
THE YOUNG ONES 



795 

l4« 

I5*H 

995 
6.M 

9.95 
9.95 
9.95 
9.9* 
9.95 
9.91 

9.95 

8.« 
9,95 
9.95 
9,95 
79* 
A. 95 
7,91 

' 
14.95 
7.95 
9.95 
795 
795 
9.95 
9.95 
9.95 
9.95 
7.95 
9,95 
7.95 

BJS 

?,« 
995 
a. 95 
1.95 
9.95 
■ 
7,95 

14 95 
7,95 

■ 



on 

PRJCE 

5,95 

11 95 

S.M 

750 
V50 
5.90 

7.50 
7 50 
7.50 

■ 
7.50 
5.95 
6.75 

6.75 
7 JO 
7,50 
?50 
5.95 
5J1 
595 
5,95 
11.95 
590 
7.95 
5.95 
5 95 
7 itl 
7-50 
7.50 
7.50 
5.9) 
7.50 
6.50 
6.50 
675 
5.95 
U0 
6,75 
6.75 
7.50 
7 50 
595 
5-9) 
11.95 
1,95 
5,95 



*#*SPECntUM+** 
•MOVIE 

rfTRATS 
MIC BAKERY 
WINTER GAMES 

McGUlGAN'S BOXING 

* ** COMMODORE ** + 

BOMB JACK 
BOMB JACK \<\) 
LORD OF THE RINGS 
LORD Or THE RINGS (d) 
HOCK *N" WRESTLE 

SUMMER GAMES 11(c) 

kung fu master 

KUNG FU MASTER <d) 

BOUNDER 

•FABUiGHT 

[IRIDIUM 

PARADAOID 

SUPERMAN 

F. BRUNO'S BOXING 

•EIDOLON 

•STAR QUAKE 

SHADOWHRE II (ENIGMA F t > 

TEMPLE APSHAi id) 

HARD BALL 

HARD BALL (dj 

am 

ASYLUM 

WTTR SOCCTI 

P5J5 TRADING COMPANY 

WOBM IN PARADISE 

LEGEND OF AMAZ WOMEN 

1TOBNDOFAMAZ 

WOMEN (d) 
UJCIFEX'S REALM {d) 
AZIMUTH HEAD ALIGNMENT 

i « 

SUPERBOWL y 93 

WAY OF THE TIGER 9,95 

STRIKE FORCE HARRIER 

KENNEDY APPROACH M U 7) 

HITCHHIKERS GUIDE — 

NIGHTSHADE 9.« 

•V 

WtfnUC GAMES 9.95 

WINTER GAMES (d) 

5PYY. SPY II IJ1 



OUR 
RRP PRICE 

7.95 5. 



9.95 
7.95 
7.95 
7.95 
7,95 



9-95 

14.95 

15 95 

19 91 

9.95 

9.95 

995 

U.91 

9.95 

6.95 
7.95 

7.95 
9.9J 
995 

14 95 

995 

WW 

n.91 

H.95 

g« 

9.95 
9.95 

14.95 



7 
591 

5.95 
».« 



7.50 

11.95 

17 95 
7.50 
7. Ml 
7.50 

11.95 
7 50 
7.50 

7 50 
5.90 
7.95 
7-« 
7 50 

12.95 
7.50 

11.95 

It. 05 
7.50 

1195 
7.95 
7.50 
7.50 

1195 

11 n 

7.50 
7 50 
: >c> 
7.50 

3995 
7.50 

1 

11.95 

7.50 







CK'R 


***COMMODOKE**« 


RRP PR 


tOX (c) 


9,95 


7.50 


TIME TUNNEL 


995 


7-95 


TIME TUNNEL <d* 




11-91 


mvrop 11 


9.95 


750 


FIGHTCR PaOT 


9,95 


7.50 


SPITRRE 40 


9.95 


7.50 


CLUEDO 


1L9S 


t0 95 


SCALEXTRIC 


9-95 


795 


FIGKTOIGHT 


9.95 


7.50 


FIGinNVGHT(d) 


H,95 


II, 9 J 


amcAL MASS 


t91 


675 


SABOTEUR 


S.95 


6.75 


TURBO E5FRTT 


B.95 


6.75 


B McGUlGAN BOXING 


9.99 


7.50 


ANY MASTERTRONlC TTTLE 


1.99 


L99 


QUICK SHOT JOYSTICK 

ELITE (d) 


■■ 


14.95 


THEGOONIES 


9.95 


7.50 


OUTLAW 


9,91 


7)0 


HOBBIT 


US} 


11.95 


KORONIS RIFT 


9.95 


7.95 


KAMBO 


695 




ROLLER COASTER 


7.95 


5.95 


ACE 


9'J5 


7.95 


DESERT POX 


9.95 


7.50 


LITTLE COMP PEOPLE <d> 


14.95 


11.95 


THE YOUNG ONES 




5.95 


THEY SOLD A MILLION 


995 


7.50 


RACING DE5TT10N<d> 


14 « 


11,95 


ARCADE HALL OF FAME 


9.9J 


7.50 


EUREKA 


1495 


4.99 


IMPOSSIBLE MISSION 


995 


T'iO 


WAV OF EXPLODING FIST 


' 


7.50 


MERCENARY 


9.95 


7 50 


DRAGONSKULI 


9.95 


7.50 


YIE AR KUNG FU 


ft 95 


750 


F15 milKE EAGLE 


14 95 


U.95 


MINI OFFICE 


5.95 


4,99 


BALL BLAZER 


9.95 


7.50 


COLOSSUS CHESS 4.0 


9.95 


7.95 


KERMIT 


995 


7,95 


MASQUERADE \i) 


14.95 


11.95 



* * *AMSTRAD*4 * mtp 
BOMBIACK *'» 
BOMB JACK (dj 14.95 

am 14.95 

ELITE (d) 170^ 

5PY V SPY 9.95 

»STA|Q(MKE 

CRmCAL MASS 6.95 

>M" If. * B.95 

TURBO ESPRIT 

SKYFOX 9.95 

DESERT RATS 9,95 

HITCH-HIKERS GUIDE — 

BEACHHEAD II 9.95 

GOONIES g H 
SOKCERY * id) 

LORD OF THE RINGS 1595 

WINTER GAMES p + 95 

jWI, 9.95 

SWORDS AND SORCERY 995 

THEY SOLD A MILLION 9,95 

YIE AR KUNG FU 1,95 

BOUNDER 9 9i 
BIG DADDY ROCK TT WRE5 
LORDS OF MIDNIGHT id) 13.95 
LASER BASIC 

COMMANDO 995 

JD GRAND PRDC 995 

B. M*GUIGAN S BOXING 9.95 

JMPOSSIBl£ MISSION 995 

RAMBO B.95 

MINI OFFICE 11(d) 19-95 
MINI OFFICE II ' U.95 

LORDS OF MIDNIGHT fl 95 

WAY OF THE TIGER 9.95 

SCRABBLE 9.95 

* + *BBOO£C™>N* ♦* 
BOMB JACK (BBQ 9 95 
COMMANDO (BBC) 9 95 



OUR 
RK3 

6 75 
12.95 
12.95 
15,95 

750 

7 50 
6.75 
6,75 

67) 

7 « 

7.50 

24.95 

7.95 

I 10 

11.50 

12.95 

7^5 

750 

7.95 

7.50 

6,75 

7.95 

7X> 

11,50 

U.95 

750 

7 95 

7.95 

7.95 

6.75 

17.95 

11.95 

7.50 

7.95 

7.95 



7.95 
795 



* * *BBORECTRON* * * RJJ 
YIE AR KUNG FU (BBC'ELEC} 9 ft 
BRUa LEE (BBC) 
EXPLODING FISf (BBC) ?S 
•LORD OF THE RINGS (BBC \ 
5IR1KE FORCE HARRIER 
HOBBIT (dl 
BLOCKBUSTOTS GD. RUN 9 « 

***ATARI*#* 

KORON1S RIFT (d) 

DIARY OF ADRIAN MOLE 1 1 

TIGER5 IN THE SNOW Hjffl 

WORM IN PARADISE u ^ 

20RRO Q I 

ZONEX 

ASYLUM 

SPY HUNTER > 9 

STTUP POKER > a 

BALLBLA2ER 

ASYLUM (d) \A»\ 

SUMMER GAMES I id) 14.951 

MERCENARY oa 

MERCENARY (d) 

KING OF 1HE RING g 91 

GREAT AMERICAN R.R. 

***M.SX*** 

AUEN H 9 i 

ADE 9J] 

J HE HOBBIT 

KNIGHTIORE : M 

YIE AR KUNG FU 

* + *COMMODORE Cift* . * 
BOMBJA' jjj 
COMMANDO ■ I 
KUNG FU KID t. rt 
THAI BOXING 

AIRWQtf 1 1 



M\II. OROFR 
l^l ' v ' \ i" include pAp <n i K 

Ihcwhcft : po 



Europe udd 



tlmpc 

: I'n b 



PERSONAL CALI^RS 

FotpetKwul calltrv Please bring along a copy of this adven 

for above diKOunw, to "Compuccnirt", Unit 5. 221 

Tottenham Court Road T Undon WlP 9AF (near Goodie 

St. nation). Open six d*y$ a week 10.WM8.0Opm 



CREDIT CARDS 

Barclaycard and Aetcw hotline ring 01*631 4627 out 

Credit caxd oiden despatched same day — subjn; 1 

availability. 





DH£C)9.9* 
9 9* 
Cl 

S(B6C) UM 
U 9,y* 

RUN ') <n 



IOl£ 



tA. 



14.9* 

MM 
9.9* 
9-91 

99* 
9.91 
9-9* 
IC« 

9.9* 

9-95 
9,9* 



9,93 

9 91 
14 91 

».9S 
14.91 



7.9* 
7 01 
6.91 
■ 
t93 



: ~S 



JTS NOT TUAr WE'VE GOT 

1 COLD FEET, 8£AureiCi A - but 

WE'VE dot* ou(L guar* oF 

p££P SfiNCE MISSIONS: 



^r 



KNOW -AND i NttP THREE 
W£LL-©UAUFlET><SlN5.. 6UT I'fA 
l ©OINlG TO LET VflO THINK. 
IT OVER' 



.>.-■ 



'4, 



WIN ARE WE. &otN& TO TH6 
£PACEft>flT. THEM? VOU CANV'rJ 
MAKE US BONiO T\*E OMNtftUS 
SHUTTLE ! WE'ftE FKEELAMCE! 



*z 



iV* 



r\ 



19 



HrJCE TOE LAST EfifooE , S>ooc u 
UNDERPAY AMD S<Mirai&iJO 
HWE HAD ^ECoN^-moUOtf 

NGW~T>fe MiMivlEft* 
of PEtttORVW 



VoW AR£ AJOT fVTT/M& TUoSt 
R&$CAL$ AM^66T1H£ |pL£ 

R/CM W/TM THAT T»P S£«ET 
JNttftMATtal 7 

2£ 



<v 






V 






ra 



^ = 



THSfttfS MWl 



MwiMgtt 



To 6£" HEAD OF INTERSTELLAR OFftCE **—-'- ^ 
BY Ho r TRUSTING* PSjPlE, 1 



'WAlTU*&To -W« SOU \M***t*»* «Q*r 



ft 



10 MIWUTES AWAY FRoM HEA\J£N 
-THY I COULDN'T BEIN& MV W»FE'- 



to tw most exauy vie 

Urtuftf IEVSURE RE^oftT 
0*1 TVC fWw* - A WE£K 
OF FUW AT OUR 
EKpErtSe-AF-tfXl 
Go SWGHTAWKT 



i^i 



WHEE-oow!" 
*cu &OT it, gASe!; 

■J*! 



/* 



r 



DuR ARE PLENTY 
oF ooTHER W\FES\ 

AT THE M0ONTANA.' 

WOTEL, SOCK I 



TAKE ADIP lt^ 
THOSE SLEEPY 
VJATER*. 



ER-OMtJERPATstT-WoU 
BFAUZ-E YoO CAM'T 

ACTUALl* SWIM *K 
lTH£ €»£A oFTRANSUULltY? 



."< 



H«" 






■ '■ S- 



,& 



" 



ffi 



SURE'. I wASREFERRW' 
TO Trt£ && OLD ROODLTT 
A«TfPi£/Ai- fo/JD 



^r 



YoU (3-OON TER &VOOM IN 
DOR r/SH P0/VP? JZ3& 

k OM PUU.'iajRHEAOlN^K^T 



EV3' 



-+' 



WE'RE THERE! WDOnHAnA 
HOTEL'S EARTH -FORCE 

GKA^JtTY l& WORK.IN& 
OH US-SEE^ 



YEAH, 1 SEE... 
V WAS ON THE 
CElUf^ "3USTA 
.SeCoWP A-Gol 






{,* '1». 



■" 






&er fiAor w Twe tax// 



our.' 



fc« 



/ 



% 



^S 



SoMiv e«s -But &w tvc 

S S CV^MlftOS WU4- WE 
6€GUH ITS ^OT^eC - TUE 
.Tfr^l wa^'T TAKE Vco F^a 






!ltV 



v 



'* 



to 



u 



if Wt Cp*^ETI€ 



CVw? 



«* 



r TR»ED T»PPiN& A 
CoKAPUTEB,? 






"^y 



J 



"*> 6 



r< v 



THIS ISK'T THE LoBBV OF 

THE ^^oo^iT^M^ hotel! it's 

THE SHUTTLE BAY OF THE 

S-C.. ON\N\BUS-' SEAWTRlOA 
i HAS TRvCKEP OS.'/ 



«sr 



« 
N. 



_> 



sr 



^? 



RECoftOirt^ OP- IT'S PREVIOUS UJMN(LRir4 
SoRKi* I IftjCKED Stu, »cn$^ But v W£AU3 
NECP VCU fcR THE 3DB HEW, WM&l VOU 
P£TURW, [K $IX ^<EARS T^£ ^DUH-UUWE 
OWUV AGED A P£W MPMTUf. 1 



IW6 GOT ^^ AUiRG^ TD PEcErT.. 
TUC OtANlBO^ WAS A MfcNufcL CWERP.\Dt 
Ci3f4iaCE — WE rAyVT F 4 f<© IT - WE' LI- 
TAKE FWJER, CiVTME ^ttvP, AND &ECDNVE 



^tAKnU,*^. 



E2 



i-. 



»> 



r - 



;• 



BCORT'. D\$ IS 
MlAlrti". I \IUNT NO 
P\iW Of IT! MffOEffi.' 



THEY SAV THAT EVE1W TiM£... GKEAT" omlV 
hJOW MV Kip IS C0U£CTW& dlS PENS 'ON' 



I Are OiR hekof-I aj clever enough Tb iocati 

THE *\p CONSOLE, A^» 3) ^.TunO KHOU<iH TD 
jTW AND "AlF-INCH AN INIERSTEUim OFPlfX 



*3! 4f>27 only. 
— subject io 



COMPUTER GAMER MARCH 1966 




SPECTRUM 

Manic Miner £1.75 

Bladerunner £8.25 

Codename Matt £3.50 

Codename Matt II £4.50 

A View To A Kill £4.50 

Psytron £4.00 

Nightflite £2.75 

Hampstead £4.50 

Valhalla £3.00 

Eureka £3.00 

The Hobbit £7.00 

Bounty Bob Strikes 

Back £5.95 

ELITE £11.15 

Tau Ceti £7.95 

Now Games II £6.75 

Winter Sports £7.75 

Rambo £5.95 

2112AD £5.95 

Yie Ar Kung Fu £5.95 

Commando £7.50 

Death Star Interceptor £3.95 

KNIGHTLORE £7.75 

Software Star , .£2.75 

Pole Position £4.50 

Forbidden Planet £6.50 

Monty On The Run . . .£6.95 
IMPOSSIBLE 

MISSION £6.50 

Fighting Warrior £6.95 

Frank Brunos Boxing .£5.95 
Gyroscope £6.50 



Black XnigH 



SOFTWARE 



Astro Clone £6.50 

Starquake £6.75 

Fairlight £8.25 

Hyper Sports £6.50 

Supertest £5.75 

Endurance .£6.50 

Marsport £8.50 

Bruce Lee £6.50 

Waterloo £8.50 

Terrormolinos £6.75 

Tomahawk £7.50 

Blockbusters £6.50 

Match Day £6.50 

Benny Hill £6.25 

C16/+4 

3D Time Trek £5.75 

Berks £5.75 

C16 Classics £8.25 

Star Events £5.75 

Enigma £5.25 

Flight Path 737 £6.75 

Gullwing Falcon £5.75 

Steve Davis Snooker. .£6.95 

Sword Of Destiny £5.95 

The Boss £5.95 

Tower Of Evil £5.25 

UXB £5.25 

World Cup £5.95 

Xargon Wars £5.95 

World Cup II £6.50 

Air Wolf £6.25 



£7.25 



MSX 

Torpedo Run 

MSX 

Vacumania £2.75 

Lazer Bykes £2.75 

737 Flight Simulator . .£8.50 

Alien 8 £8.50 

Blagger £6.95 

Buzz Off £6.95 

Disk Warrior £6.95 

The Hobbit £12.00 

Hyper Sports 1/2/3 . £12.50 

Jet Set Willy/ll £6.95 

KNIGHTLORE £8.50 

Le Mans £8.50 

Manic Miner £6.95 

Time Pilot £12.50 

Yie Ar Kung Fu £12.50 

Zaxxon £9.95 

AMSTRAD 

Bruce Lee £7.25 

3D Grand Prix £7.25 

Frank Brunos Boxing .£6.95 

Matchday £7.95 

Raid Over Moscow . . .£7.50 

Marsport £7.45 

Manic Miner £2.50 

Chopper Squad £3.50 

Tripods £3.50 

Star Commando £3.50 

Skyfox £8.95 

Gremlins £3.95 



C64 

Winter Games £fl 

They sold a million . ..£■ 

Hardball £8 

Cad Cam Warrior 

Robotron (cartridge) . .£5 
Donkey Kong 

(cartridge) £5 

Quake Minus One ... .£7 

Zorro £7SP| 

Fight Night £7 

Pitstop II £7 

Marsport £8Dis 

Rambo £7Rot 

Combat Lynx £SDK 

Revs £10Rar 

ATARI 

Drop Zone £8_ 

Zorro £fi5 ar 

Super Zaxxon dE 

Gridrunner £4§ a £ 

Attack Of Mutant 

Camels £6$; n ' 

Arena 3000 £3 Cer 

Space Shuttle £2 v ^ r 

MiG Alley Ace £#' 

Spitfire Ace £flAM 

BBC A6A 

Rubble Trouble £2^ 



£2 



612 



Felix (Various) . 

Galactic Commander .£2&lf. 

Castle Blackstar £2*^0 

Strike Force Harrier ..£7zlf r 
Stardrifter £3*^ 

ELECTRON p e 

Various From £!DM 

VIC 20 EN" 

Various From £tEnl 

" Some Prices Only WhiliCO 
Stocks Last C6^ 



JUST STARTED - CLUB FOR BLACK KNIGHT CUSTOMERS - 
BETTER SERVICE - BIGGER SAVINGS 

• Membership £3 - or FREE WHEN YOU SPEND AT LEAST £15. 

• Better Discounts toclub members • Regular up-dates on special 
offers • Quarterly newsletter • Pre-release news on our own 
label software • Free entry to monthly draw with prizes of soft- 
ware • Spend £6 and get free entry to Grand Summer Draw with 
first prize of £350! • Use our contact service to get in touch with 
other members • Enter our hi-score contest, competing against 
other members • Write for more details or say you want to join if 
you're ordering goods worth more than £15. 

• Special Offer Black Knight Codebusters Badge - Only 50p • 



iSrarounctnj 



PROGRAMMERS 

AND 

PROGRAMS 

ALWAYS 

WANTED 




I STAR OF THE VOID | 

FIRST OF 3 PARTS YOU WON'T BE DISAPPOINTED 

WITH THIS MACHINE CODE, TEXT ADVENTURE! 

INCLUDES A COMPETITION. WHOEVER SOLVES 

THE GAME FIRST WILL WIN £50 PLUS A 

PERCENTAGE OF EVERY GAME SOLD! 

BBC £7.95 



NEUZONE 



CLASSIC ARCADE TANK 

ACTION. JUST TRY AND 

AVOID THE HOARDS OF 

INCOMING AIRCRAFT! 

BBC £3.95 



| SEVENTH CAVALRY" 

600 CAVALRY TROOPS CLASH 

WITH 4000 INDIANS IN THIS 

SCROLLING, STRATEGIC WAR 

GAME 

SPECTRUM £3.50 



TIMEBOMB 



VERY FAST ARCADE GAME. 

COLLECT THE FLAGS, DIFFUSE 

THE TIMEBOMBS. AND AVOID 

THE SKULLS AND STOMPING 

BOOTS! 

AMSTRAD £3.00 



KNIGHT GAMES I 

THREE NEW ARCADE 
GAMES ON ONE TAPE 1 
ALL OUR OWN WORK 



SPECTRUM £3.50 
CRYPTMANIA 

TEN DIFFERENT TYPES 

OF NASTIES JUST WONT 

STOP TRYING TO KILL YOU 

WHILE YOU TRY AND COLLECT 

THOSE KEYS! 

BBC/ELECTRON £3.95 



• ALL PRICES INCLUDE POSTAGE, PACKING AND VAT * 



hCompnters 




HOW TO ORDER 



r* 



SPECTRUM 

« Pack Inc Speech £142.00 

• Pack & Discovery IE300.00 

Discovery I £170.00 

Rotronics Wafadrive £69.00 
DK tronics lightpen . £17.95 

Ram Joystick l/F £8.50 

DK Tronics Games 

Player £11.50 

Ram Turbo With Reset £17.00 
Dictronics Keyboard . . £25.95 

Saga Emperor £37.50 

Saga Elite £72.95 

On/Off Switch £4.75 

Centronics Printer l/F £35.95 
Vantage Micro 

Command £39.95 

AMSTRAD 

464 Green monitor . .£182.00 
464 Colour monitor .£272.00 
6128 Green monitor .£272.00 
6128 Colour monitor £365.00 

PCW8256 £425.00 

JY2 Joystick £9.50 

RS232I/F £44.00 

Electric Studio Light 

Pen £17.95 

DMP 2000 printer . . .£133.00 

ENTERPRISE 

Enterprise 128 £225.00 

COMMODORE 
C64 Compendium . £179.95 
C64- 1541 Disk... £264.00 
Stack Light Pen C64 £25.95 

C128 £230.00 

C128/1570 Disk ... £399.95 
DPS1101 Printer... £185.00 

Music Maker £21.95 

4 Slot Motherboard . £25.95 
Stack Light Rifle C64 .£9.00 
Stack Light Rifle VIC20E7.00 
Electric Studio C64 

Lightpen £17.95 

Aztec Speech Synth. 

C64 £17.95 

Entrepo Quick Data Drive 

C64 £45.95 

CBM 64 Modem £86.95 

1701 Monitor + Seiko 

Terminal £185.00 

BBC/ELECTRON 

B^ With Disc/Econet 

l/F £460.00 

AMX Mouse £78.95 

Cumana Electron Disc 

l/F £52.95 

Opus DDOS l/F ... . £49.00 

Electron Plus 3 £197.95 

Sidewinder Electron ROM 

Board £38.95 

First Byte Joystick 

l/F £17.50 

Music Synth. 500 . . £185.00 
Acorn Z80 2nd 

Processor £259.95 

Prestel Receiver . . . £119.95 
Kempston BBC PRO J/S 

l/F £15.50 

Teletext Receiver . . £199.95 



Send Chq/P.O. + List of Requirements to: 
BLACK KNIGHT COMPUTERS LTD 
PO Box 132, Chislehurst 
Kent BR7 6LJ 



ATARI 

130 XE £147.95 

520 ST £720.00 

TATUNG 

Einstein 64K £325.00 

PRINTERS 

Smiths Corono Fastex 

80 £127.95 

StarSGIO £207.95 

StarSGlOC £225.00 

Panther I £173.95 

Quendata DMP1 100. £179.95 
Brother HR5 £91.95 

JOYSTICKS/INTERFACES 

Flighthnk 9 Pin 64/Atari £6.95 
Flightlink QL joystick . . £8.50 
Cheetah Rat 

(Spectrum/C64) ... £13.95 
Datex Microstick 

9 Pin £13.50 

Quickshot V £8.00 

Quickshot II £7.00 

Kempston Pro Spectrum 

l/F £16.50 

DK Tronics Oric Dual 

l/F £14.50 

Kempston Formula I £15.50 
Moonraker £5.95 

VARIOUS 

Tatung 14" Colour 

TV/RGB £184.00 

Gallini Computer 

Desk £27.95 




RD Digital Tracer BBC/ 

Spectrum £21.95 

VTX 5000 Modem . . £59.95 
Goldstar 10X SSSD 

disks £9.99 

Sanyo MSX Light 

Pen £39.95 

Psion Organiser £89.95 

Sanyo Slim II Data 

Recorder £26.95 

JVC 14" Colour 

Monitor £218.95 

Ball Point Tracker Ball & 

Software C64 .... £36.95 
Currah Speech 

Spectrum £19.95 

DK Tronics Amstrad Stereo 

Speech £35.95 

Mitsui MSX Quick Data 

Drive £71.95 

AVT Amber Monitor £89.95 

BOOKS 

Delving Deeper Into Your 

Spectrum £2.95 

Exploring The SincLair 

QL £2.50 

C64 Programmers Ref. 

Guide £11.75 



o*«* sSV 




01 467 7451 




lIBSCRlP-T-ms 



DON'T MISS OUT! 



Now that you have read this issue of 
Computer Gamer and you know how 
interesting and invaluable it is, wouldn't it be 
a crime to run the risk of missing a single 
thrilling issue? 

Well, you don't nave to! 

If you order a subscription to Computer Gamer 
you will be assured of receiving every issue 
through your letter box each month without 
the worry involved in rushing to your local 
newsagent before all your friends have nabb- 
ed the available copies. 

Simply fill in the coupon and send it in with 
your remittance and sit back and wait for 
thrills and excitement to come directly to you! 



Subscription Order Form 
Cut out and send to: 
Computer Gamer 
Infonet Ltd., 
Times House, 
179 The Marlowes, 
Hemel Hempstead, 
Herts. HP1 IBB. 






Please commence my subscription with the 
very next issue- 
Subscription Rates 
(tick D as appropriate) 

£16.60 for 12 issues UK D 

£21.50 for 12 issues overseas surface postD 
£28.00 for 12 issues USA surface post D 
£57.00 for 12 issues airmail D 

I am enclosing my (delete as necessry) 
cheque /Postal Order / International Money 

Order for £ 

(made payable to ASP Ltd) 

OR 

Debit my Access □ Barclay card □ 




Please Use Block Capitals and include post 
code 



NAME (Mr/Mrs/Miss) 
ADDRESS ,, 




SIGNATURE 
DATE 



POST CODE, 



1 

t 
c 
C 
E 



COMPUTER GAMER MARCH 1986 



L 




TWIN ROBOTO 

KINGDOM Control Roboto thro' 

VALLEY Y 51 death defying 

I The classic adven- J screens. 

ture re-released by Spectrum 48K, 

demand. BBC/Electron 
CI6/Plus4, 
BBC/Electron 



. 



CAPTAIN KIDD 

Booby traps, Bombs 
and Killer Boots! 
CBM64, 
Amstrad 464 






MR MEPHISTO 

Can you climb the 
stairway to Heaven? 
CBM64 



SKYHAWK 

Defend or die trying? 
CI6/Plus4 



Argus Press Software Group Liberty House 222 Regent Street LONDON W1R7DB 01-439 0666 




You are Gorgeous Greg- The 
blonde hero that wants to 
be the world champion 
wrestler. Unfortunately 
nine of the meanest and 
nastiest characters in the 
world stand in your way, 
and you have to fight them 
all. 

Before you make your 
bid you will have to learn 
the 25 possible moves that 
are all Joystick controlled 
and a few tricks to give you 
a fighting chance of surviv- 
ing in the ring. 

Rock 'N' wrestle can be 
played by either one or two 
players. In the two player 
game each contestant 
selects one of the wrestlers 
and has a straight contest 
with the first to get two 
falls the winner. 

If you are playing 
against the computer you 
have to take on and beat 
each of the nine top ranked 
wrestlers over 3 minute 
bouts. 

If you win a contest 
you're in the ring with the 
next wrestler before the 
crowds cheers have died 
down. 

It is somewhat unlikely 
that you will do this in your 
first attempt so points are 



awarded to you for com- 
pleted moves so you can 
Follow your progress. 

Getting to Grips 



Before you can leap in the 
ring and start grappling 
with the world's best 
wrestlers you will have to 
learn and practice the 85 
moves that are available to 
you, 

Each is selected by 
pushing the joystick in on- 
ly four directions with each 
move leading to a selection 
of others. 

As in Exploding Fist the 
best way to learn the moves 
is to setup a two player 
game and. by suing only 
one joystick, practice on an 
opponent that isn't trying 
to win. 

Where Rock 'N' Wrestle 
differs considerably from 
Fist, and why no player can 
assume he'll soon be world 
champion, is that the ac- 
tion takes place in the 
whole ring and not Just in a 
Btraight line. Therefore 
your opponent won't Just 
strike from in front or 
behind but from both sides 
as well. 
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Rock 'N Wrestle is written by the authors of 
Way of the Exploding Fist. Tony Hetherington 
grapples with the latest sporting challenge 
from Melbourr 



Body Slam l-H 




Rock 'N Wrestle 
— The Moves 
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Consequently the result, 
of your Joystick will depend 
on the direction In which 
you are facing. 

For example pulling the 
joystick back while faoing 
your opponent up the 

een will result in a kick 
but will become a forearm 
jolt If you are facing to the 
right of the screen. 

This is at first confusing 
but soon becomes second 
nature as you track your 
wrestler around the ring. 
TKe way the moves lead 
from one to the other is also 
well organised and allows 
you to follow the action 
without reaching for the in- 
structions mid fight. 

example, instead of 
kicking, punching or knee- 
ing your opponent when 
standing by him you can at- 
tempt to grab him in a front 
headlock, full nelson or 
armlock depending on 
which way round he's fac- 
ing. Once you've got him in 
your grips you can either 
lift him above your head for 
an aeroplane spin or body 
smash or deliver a quick 
headbutt or devastating 
back breaking drop on 



your knee or perhaps even 
ihrow him over your 
shoulder onto the canvas. 
When he's on the canvas 
you can deliver a quick 
kick in the ribs, an elbow 
drop, attempt to pin him 
down for a count of three ( a 
fall) or you can even climb 
on the top of the ropes and 
leap on him from a great 
height. 

My favourite move is the 
arm spin where you grab 
your opponents arm and 
spin him around, faster 
and faster, in a circle until 
you let him fly off into one 
of the ropes. Then all you 
have to do is wait for the re- 
bound when you can 
deliver a chop to the throat, 
flying body press or drop 
kick that will usually end 
the bout. 

Frantic Joystick waggl- 
ing is never far away from 
any sports simulation and 
Rock 'N' Wrestle Is no ex- 
ception since this can get 
you? out of a lot of trouble. 
In fact whenever your op- 
ponent has his hands on 
you. you should start wag- 
gling frantically as this 
might get you free- 
Each wrestler begins 
each bout at full strength 



which is displayed as a line 
of marks at the bottom of 
the screen. These are reduc- 
ed as each blow and throw 
take their toll. Although a 
wrestler can continue, and 
even win, if this reaches 
zero but it does mean he's 
weaker abd liable to be 
thrown around a lot more. 

Consequently it's a good 
idea to soften up your op- 
ponents with a few kicks 
and headbutts before you 
attempt a throw or spin as 
It's almost impossible to get 
a fully fit wrestler in a spin. 

Once you've perfected 
your moves you're ready to 
step into the ring and 
challenge for the title. 

In the Ring 

The opponents that stand 
in your way are almost as 
varied as the moves 
themselves. Each has his 
own speciality moves and 
an incredibly dubious 
background. However they 
all have one thing in com- 
mon. They don't want 
anyone called Gorgeous 
Greg as world champion. 

Your first battle is with 
Redneck McCoy and his 
skill at the atomic drop that 
could end your bid for the 
title in 30 seconds flat. 
Next on the agenda is a 
headbutting fanatic called 
Molotov Mick followed by 
the youngest son of the 
most junior wife of a 
wealthy Sheik. The aptly 
named Angry Abdul likes 
to make up for the fact that 
he's a long way from the 
money by bashing your 
head againt the canvas. 

Don t be fooled by your 
next opponents Dink 




leotard as L.A. Bruce is no 
sissy. This is something 
you'll realise when he picks 
you up, spins you around 
and then slams you into the 
canvas. 

Your halfway bout on 

Sour title bid is against the 
Ussouri Breaker who 
builds his strength by 
throwing cows around his 
ranch. Next is a football 
hooligan that loves to put 
the boot in called Vivian, an 
Apache brave called Flying 
Eagle who loves to fly from 
the ropes to your head, the 
masked Bad Barney who 
loves to hear his opponents 
choke and finally the cham- 
pion. Lord Toff. 

Each bout lasts three 
minutes and to win you 
must score a fall otherwise 
your opponent wins by 
default. Against Lord Toff 
there is no time limit and 
only one winner. 

Seconds Out 



After several late nights, a 
sore thumb and a broken 
Joystick I am beginning to 
grasp some of the tactics 
needed to become world 
champion and get a good 
score. 

In the initial attempts 
points are important as a 
measure of your success 
particularly since the 
higher points are scored for 
the more involved moves 
that will eventually win 
you the title. For example a 
kick scores 100 points 
where as a spin can score 
1000. In fact its fairly easy 
to despatch Redneck McCoy 
with a few well timed kicks 
and then a throw. The same 
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tactics wouldn't work 
against Lord Toff. So it's 
important to get the prac- 
tice in against the "easier" 
opponents. 

The opposite Is then 
recommended when you 
are in a position to make a 
serious title bid since then 
you should despatch each 
opponent with the 
minimum effort since you 
have nine fights to win 
without a single break. 

Finally as a general rule 
you should keep on the 
move to make it as difficult 
as possible for your oppo- 
nent to get his hands on 
you. If ne does, waggle 
frantically until you're free 
then move quickly away. 
This is important as it Is 
easy to leave yourself open 
for the same attack and it is 
unlikely that the computer 



will tire before you do. 

Timing is the crucial fac- 
tor when you go on the at- 
tack as a missed timed drop 
kick or Turnbuckle fly 
(Jump from the popes) could 
leave you out for the count. 

Conclusions 

Rock 'N Wrestle is a superb 
sequel to Exploding FiBt 
which I find more en- 
joyable than the sport It 
simulates. 

The variety of moves and 
opponents will present 
even the seasoned player 
with a new challenge every 
game. 



1 PIAVEK 



The graphics are ex- 
cellent and the package is 
completed by rock music 
that accompanies your 
road to the world title. 

Rock 'N Wrestle costs 
£9.95 and is an essential 
addition to all Commodore 
64 owners collections. 



Originality 
Graphics 
Use of machine 
Value for money 
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As the game loads in your 
fate is described. An alien 
ship appears over a city 
skyline, destroys a few 
buildings and then kidnaps 
you. 

You are taken to the city 
of Xebecs demise where 
your adventure begins. You 
are clothed in the poorest 
coverings, have about 240 
copper pieces, no weapons, 
no armour and little hope 
for survival. Ahead of you 
is the gateway to the city, 
as you walk through your 
destiny is sealed. 

In the coming days you 
will fight with deadly 
enemies, discover dark 
secrets, find marvellous 
treasure until finally you 
can return home to take out 
your revenge on your cap- 
tors. 

The Game Pieces 

Alternate Reality will soon 
be available on disk for 
C64, Atari and Apple com- 
puters and will cost £19.95. 
This may seem like a lot of 
money for one adventure 
but you do get your 
money's worth. 

In the box you will find- 
two disks, two instruction 
books and a partly drawn 
map of the city. This only a 
few main streets marked on 
it, the rest you have to 
discover yourself. 

Together the instruction 
books give you background 
information on the city, its 
buildings and possible in- 
habitants as well as a quick 
command summary and a 
guide to creating your 
character. 

Your Character 

The strengths and weak- 
nesses of your character 
are determined as you walk 
through the gateway. Con- 
stantly changing numbers 
freeze at this moment and 
determine the stamina, in- 
telligence, wisdom, skill, 
charisma and charm of 
your character. Others in- 
dicate the number of hit 
points (how durable you 
are) and the number of cop- 
per pieces you start with. 
You could time it richt 



and get a character that 
could win you the game, a 
second later you could end 



58 




Have you ever wondered what it 
would be like to be kidnapped by 
aliens and left in a strange city full 
of mystery and monsters? Now 
thanks to Datasoft and US Gold you 
Can experience this Alternate Reality. 




The map, books and disks — your passport to an 
alternative Reality. 
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Your adventure begins through the gateway. 



up with someone who is 
unlikely to last the hour. I 
wouldn't worry about tim- 
ing too much and leave it to 
chance. 

One of the disks is used 
for creating your character 
and can be saved for later 
reincarnations. This 
would-be hero is then nam- 
ed for posterity. You are 
allowed 31 letters which 
gives you plenty of scope to 
get away from the standard 
Bill. Fred or Gandalf. In 
Alternate Reality you can 
be Fred the Brave, Bill the 
Bold or The Mighty Gandalf 
and still have scope for 
more. 

Once you've created 
your character you're 
ready to enter the city. 



As you move down the 
streets, by pushing a 
joystick the 3D view scrolls 
with y/)u. 

You begin your adven- 
ture in the city's main 
square which is luckily the 
safest part of the city. Un- 
fortunately it is also the 
most expensive. If you 
were lucky you may have 
about 200 copper pieces, in 
the main square a woollen 
jumper costs 600. 

Sadly the best is not for 
you just yet. So you have to 
leave the safety of the 
square and explore streets 
as yet unmarked on your 
map. 

Danger lurks In these 
areas particularly at night 
and in bad weather, 




The Tavern — a source of food, drink and information 

The City of H 

Xerocs Demise 



The streets and buildings of 
the city are drawn in an im- 
pressive 3D view in a win- 
now in the centre of the 
screen. Above It are your 
characteristics. The space 
below it is reserved for op- 
tion menus that appear 
whenever you enter a 
building or meet somebody 
or something in the street. 
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You search for a safe 
place to sleep and find it in 
an inn. Here for a price you 
can sleep in a room or on 
the common floor depen- 
ding on the money you're 
prepared to pay. 

Food is next on the agen- 
da and can be found along 
with a variety of drink 
ranging from water, 
sasperalia and grog in the 
taverns. 

These are also the source 
of some clues in the guise of 
songs that are sung.- 
Naturally they aren't ac- 
tually sung but the words 
appear on the screen in 
time to the music that is 
hammered out. 

Once you've eaten and 
slept you can explore a bit 
more being careful to map 
the city as you go. It's a 
wise precaution to pause 
the game as you're drawing 




(devilish fire-breathers), 
wizards, dwarfs or the 
numerous unnamed hor- 
rors that roam the city at 

night (and some during the 
day). 

Whenever you meet a 
character the computer 
first decides whether you 
saw him first and have the 
chance to surprise him, or 
the other way round. 
Either way a series of op- 
tions appear at the bottom 
of the screen. The list that 




The Smith will make you a weapon — for a price. 



in case you get ambushed 
while you're away from the 
keyboard. 

On your travels you will 
discover smithes to buy 
weapons and armour, 
banks to store your cash, 
shops to spend it ana 
healers and guides to cure 
you and remove any curses 
you may have stumbled 
upon — for a fee. 

The Population 

The cities population is 
numerous and varied. 
Some may be kind to you 
others may eat you. 

You will meet poor peo- 
ple, common people, mer- 
chants, couriers, noble- 
men, guards and 
gladiators. Hopefully you 
won't fall foul of too many 
thieves, assassins, imps 



appears depends on 
whether you are engaged in 
combat or disengaged. 

If you're disengaged you 
can try to trick your oppo- 
nent (not wise against a 
thief), or charm them if 
your charisma is high. You 
can also start a fight, cast a 
spell (if you have any), or 
run away. If a fight begins 
you then swap to the 
engage list of options that 
include attack, lunge and 
parry. 






An alien ship kidnaps you. . 

Defeating an opponent' 
may gain you treasure in 
any of Its many forms. Gold 
and silver, potions and 
magic swords are just some 
of the possibilities. Other 
possibilities are not so at- 
tractive. If you get hit by a 
poisoned or diseased 
creature you will lose b 
points and eventually die if 
you don't get to a healer in 
time. The trusty blade you 
ust found may turn out to 
cursed (probably why 
you won it so easily) some- 
thing only a guild can cure. 



G 



Staying alive in the city 
will challenge you for the 
first days at least. But once 
you solve the problem of 
needing money but not hav- 
ing any, being an easy 
target without a sword or 
any armour and having 
nowhere to stay, to keep 
out of trouble at night you 
can begin to think about 
treasure. Until then try us- 
ing your charm or some 
tricks or if all else fails, 
your legs, to run away. 



Alternate Reality is another 
attempt to capture the 
spirit of roleplaying games. 

Undoubtedly it is a 
massive game giving you a 
seemingly unlimited collec- 
tion of buildings to explore, 
characters to meet and 
treasure to find. 

The graphics are effec- 
tive and add to the at- 
mosphere of the game 
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Combat! — The engaged list of options. 
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A street scene — you have some experience points but 
you're also poor. 





which is created by the 
eerie sound effects that 
follow you around the city. 

Due to the size almost 
constant disk access and 
changes are required but 
this isn't too bad since the 
program sensibly uses a 
turbo loader. 

It will certainly take 
some time to complete the 
game but even when you do 

?'Our adventures are far 
rom over. Alternate Reali- 
ty — the city is just the first 
of Beven episodes. Once 
you've conquered the city 
you can delve into "the 
dungeon," enter "the 
Arena," loot "the Palace," 
explore "the Wilderness" 
and then finally onto 
'Revelation' and 

"Destiny. 

Alternate Reality — the 
city will be available from 
the beginning of March and 
is highly recommended. 



PLANET RATINGS 

Storyline 
Atmosphere 
Difficulty 
Value for money 
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Available on Spectrum 48K Plus, Commodore 64 
and Amstrad from Electric Dreams Software 
31 Carlton Crescent, Southampton, Hampshire 
301 2EW Tel: (0703)229694 
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SOFTWARE 



Title: 

Computer: 
Supplier: 
Price: 



Hardball 
Commodore 64 
US Gold 
£9.95 




Hardball is the first game 
produced by US Gold's new 
signing, US based Accolade 
software, and it's a promis- 
lng_sign of things to come. 
The hardball in question 
Is a baseball that is being 
bashed about in a game bet- 
ween the Champs and the 
All-Stars which features 
some of the best graphics 
that I have seen on the 

C64. 

Don't worry if you don t 
know a slider from a sinker 
as the games instructions 
Include a quick guide to 
baseball. Unfortunately 
this is only a "quick quide" 
and still leave things like, 
designated hitters and 
Parameter field positions 
unexplained. Although 
anyone who has played 
rounders will soon be 
-playing ball". 

Both teams take turns to 
bat in order to score runs 
while the other side tries to 
get them out either by cat- 
ching the ball, tagging a 
runner before he reaches a 
base or by striking a player 

out. 

The main battles in 
hardball (and indeed 
baseball) are between the 
pitcher and the batter. To 
strike a player out the pit- 
cher must throw or pitch 
the ball in front of the bat- 
ter in an area known as the 
strike zone. If the batter 
misses such a pitch then 
the umpire will call a 
strike, a strike is also 
called if the batter swings 
and misses a pitch even if it 
was going to miss the strike 
zone. This is cauea a ball 



and If the batter sees it 
coming before he swings 
his batter it is counted 
against the pitcher. Four 
balls and the batter is 
allowed to walk to first 

base. 

Consequently the pit- 
cher attempts to con the 
batter into hitting out at a 
ball by pitching a bewilder 
ing selection of fast balls, 
screwballs, change-ups. 
sinkers, sliders and curve 
balls. 

In turn the batter can at- 
tempt to hit the ball high, 
low, inside and outside, 
bunt <or tap it) or not play a 

stroke at all. 

Should the batter actual- 
ly hit the ball he then at- 
tempts to run around the 
bases before the fielders 

collect it. 

The most impressive 
screen is the one showing 
the pitcher as he delivers 
the ball to the batter. Accor- 
ding to an onlooker this was 
even clearer than the re- 
cent TV coverage on Chan- 
nel 4! 

Once the ball has hit the 
screen display switches to 
show either the left or right 
side of the field. 

If that lot isn't enough 
you can also exchange or 
substitute players from 
your bench as well as 
changing your fielding 
positions and tactics. t.H. 




PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Nova 
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Title: 

Computer: 
Supplier: 
Price: 
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Remember Paradoid?, well 
this is the next game from 
the same author, and is the 
sequel to the previous 
game. The only similarity is 
the method used to indicate 
depth, the grey scale 
shading and shadows. 
Other than that, it's a 
whole different game. 

The plan behind this 
game is to destroy 16 space 
ships of the super-dread- 
naught class. These ships 
are in orbit around your 16 
planets and are draining 
these planets of one par- 
ticular metal each. These 
ships are named after the 
different metals, so you 
start on tin, go through 
lead and gold, and end at 
urldium. All your other top 
ten best minerals are also 
represented. 

Each ship, as well as be- 
ing a colour representing 
the metal that it is named 
after, has different strategy 
necessary to beat it, 

The game is played 
almost like a plan view 
Defender. With your ship 
able to turn over, accelerate 
and decelerate, and flying 
on its side to get through 
tight gaps. 

The pseudo 3D aspect of 
the game is based on the 
surface installations. You 



Uridium 
Commodore 64 
Hewson 
*9.9S 



can see how high some- 
thing is by the length of its 
shadow — so watch out. 
Some of the surface stuff 
can be destroyed for extra 
points, but not everything 
goes boom, as mentioned 
earlier some things go 
crunch! 

After you have wiped out 
sufficient nasties, and 
knocked out enough sur- 
face installations, you can 
land on the main runway of 
the ship. This gives you ac- 
cess to the main reactor of 
the ship where you have to 
pull out as many fuel rods 
as osslble. This is a 
reaction-time sort of sec- 
tion which just supplies 
some more bonus points. 
Not very riviting. but does 
no harm to the game. 

After that you get a 
chance to strafe lots more of | 
the ship as it explodes. 
After this it is on to thej 
next ship and further) 

dangers. 

A good game for all you 
zap addicts, with excellent 
graphics, good sound, and] 
real' feel' to itl 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Red Giant 
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Title: 

Computer: 
Supplier: 
Price: 



Dragonskulle 
C64 

Ultimate 

£9.9S 




LUJU ff 



Yet another flame from 
Ultimate featuring Sir Ar- 
thur Pendragon. He has 
finally reached the Island 
of Dragonskulle where he is 
to search for the evil Skull 
of Souls. As usual with 
Ultimate games, the 
cassette inlay gives you a 
lot of blurb about feelings 
of evil and dire warnings 
but absolutely no Indica- 
tions of what on earth you 
are supposed to be doing. 

The game's graphics 
very attractive with the 
caves to be exlored being 
< presented in 3D perspec- 
tive. There is a fair assort- 
ment of nasties to be over- 
come or avoided such as 
falling acid drops and- 
stalactites. bouncing 
skulls, wasps and eyeballs 
and a huge, finely animated 
dragon. 

Sir Arthur starts off on a 
beach where he has landed 
in his small boat. The only 
entrance to the caves is 
through a huge skull com- 
plete with eyes that seem to 
follow you. Your way is. 
however, blocked by an 
electrified force field. For- 
tunately, it is not long 
before you find the magic 
starfish that de-activates 
this energy barrier. As well 
as moving around. Sir Ar- 



thur can perform certain 
other tasks. These are 
depicted as icons at the top 
of the screen and can be 
selected from the keyboard. 
The icons allow you to dig 
and wear a magical energy 
cloak {once you have found 
the appropriate items), 
pause the game, throw a 
magical orb and jump. A 
nice touch here is that if 
you try to do something 
without the necessary 
item. Sir Arthur's shaking 
head appears instead of the 
icon. You start the game 
with five lives although ex- 
tra ones can be found 
(though you will need a 
grave sense of humour to 
find them). When your last 
life finally disappears, a 
huge, hooded skull appears 
and you see your soul suck- 

■ed from your body. 

Dragonskulle is a plea- 
sant enough arcade adven- 
ture and probably the pick 

of the Arthur Pendragon 

Simes to date but you cant 
elp feeling that you've 
seen it all somwhere 
before. GRH 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Red Giant 
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Title: 

Computer: 
Supplier: 
Price: 




Ok blue eyes, so maybe 
you've seen The Godfather 
but this is the real thing. 
Movie is based on those old 
gangster films where all the 
men have names like Chico 
Spaghetti, wear stripey 

suits and raincoats with 



Movie 
Spectrum 
Imagine Software 
*7.95 



turned up collars. 

The game (which was 
written in Yugoslavia, just 
outside Liverpool), adopts 
the increasingly popular 
style of 3D graphics first 
seen in Knight Lore, but 
which has been copied by 
other companies since 
then. You play the part of a 
private eye attempting to 
locate a cassette tape which 



RENEWS 




is hidden in a Mob leader's 
hideaway. Your search will 
take you through various 
streets and buildings and 
along the way you will en- 
counter some of the 
mobster's henchmen. Most 
of these will try and 'rub 
you out', especially as you 
get closer to the hideout, 
but occasionally they may 
be able to give you some in- 



formation, such as 
passwords for getting into 
buildings. At some point 
you '11 meet a woman who is 
one of a pair of twins; if 
she's the good twin she will 
lead you to the hideout, but 
if it's the evil twin then you 
could be led into a trap. 

As well as the excellent 
graphics, Movie has added 
one or two features to the 
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Knight Lore/Sweevo's 
World format. These are 

Siresent in the form of an 
son menu which allows 
you to perform actions 
such as firing a gun, pun- 
ching an opponent, and 
also creating speech 
balloons in order to try and 
communicate with them. 

This icon system allows 
you a greater variety of ac- 
tions than has normally 
been available in this type 
of game, but Movie doesn't 
really capitalise on this as 
well as it could since the 
problem solving element of 
the game, though challeng- 
ing in places, isn't consis- 
tent throughout the game. 
The locations that you 
move through are full of 
finely detailed objects, 
many of which can be 
pushed around, or weapons 
such as guns and bombs 
which can be used to wipe 
out anyone who stands in 
your way. I can't help 
thinking though, that a lot 
of memory has been taken 
up by graphics for objects 
that don't seen to serve 
.much purpose. Unlike 
Knightlore or Sweevo, the 
rooms don't really contain 
many obstacles that you 
have to find your way 
around, but many of them 
are cluttered with loads of 
items of furniture that are 
just decoration and don't 
seem to add to the 
gameplay. The women are 
placed randomly, but since 



you begin the game In the 
same location each time, 
wandering through the 
same locations at the start 
of each game can get a bit 
boring. 

My one real criticism Is 
that you only get one life, 
and considering how many 
gunmen are wandering 
around Just waiting to 
shoot you full of lead this 
simply isnt enough to allow 
you to play the game pro- 
perly. After wandemg 
around for a couple of 
hours I found it incredibly 
irritating to get deep into 
the game only to get shot or 
collide with an object just 
once and have to start all 
over again. 

I hope I haven't sounded 
too critical, since Movie is 
an enjoyable and fairly ad- 
dictive game. The graphics 
are excellent, and the icon 
system is an impressive ad- 
dition to this type of game, 
it's just that my first im- 
pressions of Movie were 
very favourable indeed, but 
after playing it for some 
time I felt that it only part- 
ly fulfilled its 
potential. SD 

PLANET RATINGS 



Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Bright Star 
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Title: 


Skyfox 


Computer: 


Amstrad 


Supplier: 


Ariolasoft 


Price: 


£8.95 




» 

t 



Skyfox on the Commodore 
64 was greeted by a 'shoot- 
It- and-it-explodes starved 
public, with a lot of en- 
thusiasm. Initially disk on- 
ly, due to the siae of the 
program, the game was 
then released on a multi- 
load tape. 

Amstrad (and shortly 
Spectrum) owners can now 
sample the delights of 
eliminating tanks, mother- 
ships, and deadly high 
altitude fighters. And due 
to it being converted in Bri- 
tain it goes in in one load. 

The game puts you in the 
legendary Skyfox fighter — 



the last one left! in front of 
you is a complex 3D control 
panel and a view of the 
ground/air in front of you. 
Instruments include a 
birds eye radar view, ammo 
left. Instruments for fuel, 
speed, altitude, and 
shields, with a compass 
and an auto pilot 

Additional navigation 
aids include a co-ordinate 




Indicator for where you are 
on the map. Extra informa- 
tion is available via the 
base computer — but only 
when the base is still active 
and hasn't been eliminated 
by the bad guys. 

The base computer can 
be used to see where there 
are enemies, what score 
you have, and what the 
status of all your instala- 
tions is. 

So you are launched in 
your skyfox fighter, select 
auto pilot, and wait. Reduce 
your speed, line up on the 
tanks and blast away. 
Climb, to bring the mother 
ship into view, select 
missiles, and fire! 

Next, climb up into the 
stratosphere where it's 
time to take on the fighters 
— harder than it sounds, 
they are quite nasty. Com- 
bat up above tends to be 
fast and furious — so 
remember to keep some 
missiles handy. 

At the start of the game 
you can have one of five 
skill levels and 15 different 
scenarios, these alter the 
type and strategy of the in- 



vading enemy forces. These 
range from different types 
of training missions so that 
you can get the measure of 
the enemies that you w ill be 
facing, through the ac- 
curately named 'Massive 
Onslaught'!, to problem at- 
tacks like Chess, or Alamo, 
The conversion from the 
Commodore is graphically 
accurate, and the colours 
are quite good* the only 
drawback is the reduction 
in smoothness. This is 
similar to the conversion of 
Elite for the Spectrum, 
where to keep the speed up, 
it was made more jerky. 
This is inevitable though in 
conversions of this type. 
Spectrum and Amstrad 
owners will just have to live 
with it. Otherwise, good job 
Ariola, MR 



PLANET RATINGS 
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Bright Star 
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Title: 

Computer: 
Supplier: 
Price: 






Kung Fu Master 
Commodore 64 
US Gold 
£9.98 



Kung Fu Master is a licenc- 
ed version of the arcade 
game of the same name that 
was In the arcades about a 
year ago. 

The Dasic plan is to work 
your way through the tem- 
ple to rescue the maiden to 
whom you are betrothed. 
On the way many baddies 
try to stop you by throwing 
various things at you or by; 
ganging up and crushing! 
you to death. 

The fighting action is 
bit simpler than most, 
fighting games that I have) 
seen for a while, and this is| 
a point in it's advantage. 

The original coin-op| 
game had a bad plot and anj 
even worse gameplay. But] 
it was saved through if 
good graphics and it's^ 
(then) original game idea.! 
Unfortunately the com-l 
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puter version of this has 
reasonable graphics, is no 
longer original, but still 
suffers from an awful 
gameplay plot, and is 
thoroughly borinj 

If you are a martial arts 
fanatic then this game may 
be of some interest — 
though you would have to 



be a real fanatic. 

PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 
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Title: 

Computer: 

Supplier: 

Price: 




Oh dear! what have Electric 
Dreams done this time? In 
an attempt to cash in on the 
current Spielberg block- 
buster, ED have knocked 
out a game based on the 
aforementioned film. Un- 
fortunately it looks like it 
only took six weeks to 
write. 

The game is based over a 
small number of screens, in 
these screens are various 
objects. Wandering around 
these screens are the 
characters from the film. 

Arranged around the 
screen are various icons 
and indicators that tell you 
the state of various objects 
as well as the two 
photographs of the future 
that indicate your success 
or failure in restoring the 
future to the way thai it 
was originally intended. 



Back to the Future 
Commodore 64 
Electric Dreams 
47.98 



In the game you must do 
most of the things that oc- 
cur in the film, including 
making a skateboard out of 
bits that you can find lit- 
tered about the screens. It's 
getting these objects and 
their effects on people that 
make up the bulk of the 
game. 



The game might have 
been alright if there were a 
few more problems to solve 
in more rooms, and the 
graphics were a bit better, 
as they currently stand the 
graphics are extremely 
crude and do nothing for 
the game. The one (almost) 
saving grace is the musio 
which sounds like It was 
taken from the film score, 
but even this begins to get 
on your nerves a bit after a 
very short while. 

Sorry Electric Dreams, 



better luck next 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
White Dwarf 



time. 
MR 
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screen is Just full of icons 
with many different op- 
tions available — blitz 
game, problem game, speed 
game, colour or green 
screen, defined colours. 
You name it — it's got it. 

Overall the game is quite 
good with plenty to occupy 
you, though I don't know 
exactly who the game will 
appeal to, play it and see — 



you never know, you might 



like it! 

PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Bright Star 
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Remember Connect Four? 
Well Think! is a com- 
puterised and updated ver- 
sion of thaL. 

Counters are moved in 
from the bottom or the 
right hand edge, shifting 
the other counters in that 
row or column along one. 
Four In a line wins the 
game. 

This may all sound sim- 



ple, but in practice it isn't. 
The computer also plays a 
strong game — so don't ex- 
pect to beat it easily. 

The conversion is 

straight from the Spectrum 
with only minor graphics 
changes and a lack of a 
screen dump facility — 
which is a shame as an Ep- 
son dump wouldn't have 
taken up too much 

memory. 

The game is icon driven 
with pretty pictures of all 
the options. The start up 



Title: 

Computer: 
Supplier: 
Price: 




Launched on the Com- 
modore 64 some time ago, 
BMWCB is another of those 
games that have been 



Barry McGuigan's Boxing 

Amstrad 

Activision 

£7.98 



awaited with muoh interest 
by Amstrad owners. 

The game is based on the 
series of fights that a boxer 
will have to go through to 
reach the world champion- 
ship. To begin with you 
have to select certain 
characteristics for your 





man — name, race, colour 
of hair, kit colours, nature 
(erratic, calm, etc.) and his 
style of fighting. 

After this you go onto 
the top twenty board where 
the 20 fighters in the series 
are. You can then select to 
fight someone up to two 
ranks ahead of you. You 
can then see his and your 
fitness status so that when 
it comes to the training ses- 
sions you know which 
areas to concentrate on — 
stamina, strength, en- 
durance etc. 

You only have a certain 
amount of time before the 
fight to bring up your 
fitness on these areas so it 
is worth thinking about 
what you are doing when 
you select which of the 
training aids should be con- 
centrated on. 

After this comes the 
fight. There are nine dif- 
ferent moves that you can 
make — seven attacks and 
two defences. These range 



from long distance punches 
without the fire button be- 
ing pressed, to close in stuff 
with the button down. 

This part of the game is 
very good, the computer op- 
ponents are excellently 
thought out and don't Just 
stagger about like in the 
Amsoft Boxing game. In 
between each round you 
can see what your and your 
opponents status is and 
what to concentrate on. 

Whether you win or lose 
you win an amount of 
money and the chance to 
move up the rankings to 
become a contender or even 
take the championship 
itself. MB 

PLANET RATINGS 



Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Bright Star 
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Title: 

Computer: 
Supplier: 
Price: 
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Sweevo's World 
Amstrad 
Gargoyle Games 
17.98 




Sweevo's World is another 
of those Ultimate-like 
games that have you 
wandering from room to 



room overcoming various 
obstacles. In this case you 
are a little creature with an 
extremely long neck called 
Sweevo. 

You start off by selecting 
one of five scenarios for 
you to play in. I am unsurfl 
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whether this is five starting 
points of the same maze, or 
five different mazes, but it 
probably doesn't matter 
anyway. 

The game itself has a lot 
of detail with many dif- 
ficult puzzles to solve. The 
main antagonists are these 
pointing fingers that thrust 
out of the ground to poke 
you. These are accom- 
panied by all sorts of weird 
and wonderful dwarf-like 
creatures that, dash around 
after your blood. 

Sweevo's World is a good 
game for all those people 
that like this kind of game. 
There is enough in it to 



make it a bit different to the 
normal run-of-the-mill 
game. The graphios. sound 
and animation are all good. 
Though the colour is a bit 
lacking due to the mode us- 
ed, but there is no alter- 
native to this and it is a 
wise choice. 

Well worth buying. MR 

PLANET RATINGS 



Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Bright Star 
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Title: 

Computer: 
Supplier: 
Price: 




When Theatre Europe first 
came out it was considered 
rather controversial, due to 
it's up to date topic. A year 
or so after its release, the 
situation remains the 
same, though the hue and 
cry has died down. 

The Amstrad conversion 
of this game is as good as 
you would expect with 
plenty of hi-res colour and 
sound. The game remains 
the same through all of it's 
versions. 



Theatre Europe 

Amstrad 

PSS 

£7.98 



shown. You then begin to 
allocate these forces to 
move to various places, 
whether to attaok or not 
and what to attack, and 
then you slug it out. 

If the action section is 
selected at the start of the 
game then the attacks are 
presented on screen as a 
picture of some buildings 
with some tanks crawling 
all over the place along with 
a jet plane and a helicopter 
fjying above. You must 
then move your sights 
around and blast them with 
your gun. This adds a slight 
interlude between staring 




REVIEWS 



The idea behind the 

game is that you are com- 
mander of either the War- 
saw Pact forces or the 
NATO forces, and either 
one of you must defend 
West Germany from the 
other. 

The method of comman- 
ding your forces is in a 
similar manner to Battle of 
Britain — another game by 
the same people. The screen 
is occupied by a map of 
Europe, with strategic sites 
and cities highlighted, 
i our forces and your 
enemies forces are also 



at the map and consulting 
the tables that crop up. 

After all the fighting you 
then get a chance to re- 
equip and supply your 
forces. 

And so you drive on — 
desperately trying to force 
back the red hordes, or try- 
ing to force your way Into 
another country (at the 
legitimate government's re- 
quest of course!). 

Two of the options are 
strategic — nuclear or 




chemical strikes. The 
chemical can be quite effec- 
tive, though the nuclear 
strike tends to wipe out the 
entire world' 

A fast moving and hard 
thinking game, I 
thoroughly enjoyed my in- 
vasion of Germany. 



MB 



PLANET RATINGS 

Originality 
Graphics 

Use of machine 
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STAR RATING 
Bright Star 
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Title: 
Computer: 
Supplier: 
Price: 



ZoneX 

Atari 

Grenlin Graphics 

£9.95 



It's good to see that so- 
meone else has now started 
doing Atari titles, and 
Gremlin Graphics have of- 
fered two titles to date, the 
first of these is called Zone 
X not very original con- 
sidering that there is 
another ame for the Atari 
called Zone X. 

The game is about going 
around a mine putting bits 
of Plutonium back into the 
waste bins they were n 
originally, but got messed 
up when some thieves un- 
successful attempted to 
steal It, 

Far be it from me to 
point out that plutonium is 
not termed as being wste 
but I thought that 

Slutonium was a nuclear 
lei and thorium and lead 
were the waste elements, 
ho hum. 

Anyway, you get a cer- 
tain amount of time to put 
things right again, and as 
usual the guard robots can- 
not be switched off while 
you go in and fo your job 
this must make it hell to ac- 
tually fix anything that 
goes wrong. 

The game is actually 
quite a nice maze like 
game, similar to a scrolling 
robo-tron. but you can't 



shoot a thing, to my mind 
at least, this is a bad move 
on the authors behalf, but 
it does make the game a llr- 
rle more of a strategy /- 
bounty bob type game. 

There are keys, spades, 
bonuses, doors, 

robots and twirling things 
to aid and marauds you 
and overall the game is 
quite enjoyable, there is 
however no option to stop 
the music, which although 
nice, does get on your 
nerves slightly, well actual- 
ly quite a lot. 

The game is well finished 
and has a lot of nice 
touches, like a gremlin 
hanging over the intro 
page, and a help screen to 
show you all the nasties. 

The game does suffer 
however in that the Atari 
computer is capable of a lot 
better things, and although 
this is a good game, it is not 
or the same standard that 
some of the American soft- 
ware houses have produced 




^ 
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in the past. 

The graphics are good, if 
a little chunky, and the 
movement could have been 
better animated, this does 
not detract from the 
gameplay, since the whole 
thing is fairly addictive, 
but on first presentation, it 
may put some people off. GD 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Bright Star 
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Title: 

Computer: 
Supplier: 
Price: 
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The original game — Who 
Dares Wins — was launch- 
ed on the Commodore 64 
amidst a blaze of publicity 
su rrounding its alleged , 
connection with the arcade 
game 'Commando*. Soon 
after this when it was taken 
off the market, Who Dares 
Wins II was released, with 
changes in it to avoid 
Alligata having to go 
through all the legal 
wrangles. 



Who Dares Wins II 

Amstrad 

Alligata 

£8.95, £14.95 (disk) 



Who Dares Wins II on 
the Amstrad is as good as 
the Commodore version 
and has some incredible 
graphics and animation. 
The Commodore can use 
sprites, but the moving 
graphics on the Amstrad 
version are just as good. 

The scenario is that you 
must charge across a 
pseudo 3D landscape 
shooting various enemies 
and lobbing grenades at 
hard points and 

strongholds. The screens 
vary in hardness and more 
and more obstacles are put 




in your way as you try to 
get to the outpost. Other 
targets appear on your at- 
tack, such as jeeps and 
trains, and there are 
bonuses to be got from 
shooting enemy firing 
squads as they prepare to 
do away with one of your 
soldiers. 

On later levels a fighter 
plane comes in and starts to 
straff you — very difficult 
to avoid. And the grenade 
lobbing and mortar firing 
gets a lot more dense. 

The control action is 
very good and it is surpris- 
ingly easy to swltcn bet- 
ween grenade lobbing and 



gun firing, The enemy also 
help you by shooting some 
of their own men on occa- 
sion! — well it's only fair, 
they get in the way. 

Definitely an excellent 
game, forget about Rambo, 
forget about Commando, 
get Who Dares Wins n. MR 

PLANET RATINGS 



Originality 
Graphics 
Use of machine 
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STAR RATING 
Red Giant 




Title: 
Computer: 
Supplier: 
Price: 



Law of the West 
C64 

US Gold /Accolade 
19,95 






Hii 



Law of the West gives you 
the chance to be the sheriff 
of a wild west town, The 
vacancy occurred when 
you predecessor died 



The game consists of a 
series of "situations' ' in 
which you face one of the 
townsfolk with a superb 
wild west view as a back- 
drop. 

As the character ap- 
proaches it will greet you 
with a comment such as 




through a sudden overdose 
of lead poisoning. Your Job 
is to survive until sunset. 



JO 




"how are you big boy? T 
You are then presented 
with a choice of four replys. 
Obviously which reply you 
choose depends on the 
answers available and who 
you're talking to. The 
character will then reply 
depending on the phrase 
that you selected with your 
joystick and a new set of 
phrases. 

If one of the answers 
doesn ' t seem appropriate 






you can always answer 
with your gun. 

The characters that you 
meet vary from the Doc 
whose drinking habits may 
cost you your life, a 
gambler, a mexican bandit, 
the saloon owner and 
numerous other townsfolk , 

Depending on how your 
conversations go the 
character might just walk 
away, draw on you. walk 
away and ambush you later 
or surrender on the spot 
(not very likely). 

You then move on to the 
next situation and next un- 
til you either reach sunset 
or bite the dust. 

At the end of the game 
you are rated out of 12 for 
your performance in 7 
categories which include 
the number of bad guys 
you shot, the number of 
crooks captured, thfe 
number of innocent people 
you gunned down, how 
well you did romantically 
and how well you main- 
tained your authority « 



As you can see from the 
screenshots the games 
graphics are superb and 
quickly becoming a 
trademark of Accolade, but 
the gameplay is disappoin- 
ting. 

Most of the situations 
are predictable (a kid isn't 

8 Ding to gun you down) and 
ecome obvious after a few 
plays. Then you are left 
with the long gaps as the 
next situation loads in, this 
you deal with quickly, then 
another long gap. 

It's worth looking at this 
game to see the graphics 
that are possible on a C64 
but then by Hardball (Ac- 
colades other game) In 
stead. TH 
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STAR RATING 
White Dwarf 
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Price: 
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QL-Fictionary 
Sinclair QL 
Sinclair 



ffTO 



This mlcrodrive cartridge 
in fact contains two word 
games for QL owners. The 
first is the title game Fic- 
tionary and is a variation 
on the "Call My Bluff" 
game in which you must 
pick the correct definition 
of a word from the four 
displayed. 

FictJonary can be played 
by up to four players each 
competing to be the first to 
reach 1000 points. 
However since you only 
score a miserly 10 points 
for each right answer, this 
will take some time. Lucki- 
ly the game includes a dic- 
tionary of some 2000 words 
which are also used in the 
second game — Wordhoard. 

This is the better game to 
play as it is like word 
puzzles that appear in 
several newspapers every 
day. 



The computer produces 
a word from its dictionary 
and you are given 3 
minutes to type in as many 
words as you can think of 
using the letters from the 
computers word. 

Once your three minutes 
are up the computer scores 
you on your dismal perfor- 
mance and then lists the 
words that it created. 

This Is the most in- 
furiating part of the game 
as the computers list 
reminds you of all those 
easy words that seem to 
escape your mind when 
you're being timed. TH 

PLANET RATINGS 
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STAR RATING 
Bright Star 
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The original Commodore 64 
version of this superb game 
was featured on the cover 
of our November issue. 
Now at last the Spectrum 
version is ready and the 
Amstrad one is set to follow 
shortly. 

All seven Olympic events 
are there, but split into two 
parts, one either side of the 
tape. 

On side one you can leap 
for glory on the ski jump, 
flip and turn to impress the 
judges in an events which 
calls for acrobatics on skis 
that goes under the unlike- 



ly name of Hot Dog ariel 
and go for a fast time in the 
speed skating. 

Selecting side two pro- 
duces even more challeng- 
ing events. There are two 
equally impossible skating 
where you must jump and 
spin in time to the music. 
Seven moves in all are 
possible Including double 
axel jumps, camel spins 
and triple lutz jumps and 
extra marks are scored for 
combining them well. The 
only difference between the 
figure and free skating is 
the amount of time you 
have and the number of 
moves you have to complete 
in that time. 




REVIEWS 




Next is the Biathlon in 
which you must combine 
joystick bashing to ski the 
course with accurate tim- 
ing to shoot the four sets of 
"five targets spread along 
the course. The main catch 
with this event is that the 
harder you bash the 
joystiok to get around the 
course in the fastest time 
the faster your digitised 
heartbeat gets and the 
harder it is to hit the 
targets. Miss a target and 
you get a hefty time penal- 
ty. 

Once you've skied and 
skated around the other 
events it's time to move on 
to the most frustrating of 
all, the Bobsled. Here you 
must steer your two man 
bob down the icy course as 
fast as possible. Getting the 
speed isn't the problem it's 



record table. 

The graphics are ex- 
cellent and comparable to 
those on the C64 without 
losing any of the gameplay. 
The only exception to this 
Is the skater who seems to 
have mutated into a pefi 
doll. e 

Congratulations to US 
Gold on maintaining the 
quality of Spectrum conver- 
sions set by Impossible 
Mission but what about 
conversions of Summer 
Games and Summer Games 
H? TH 
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keeping tne bob on the 
track. This always seems to 
be out of control just as the 
finishing line comes into 
sight. 

Finally the package is 
complete by the facility to 
practise or compete in any 
are all events (on that side 
of the tape} an awards 
ceremony and a world 




COMPUTER GAMER MARCH 1986 



: 




Title: 

Computer: 
Supplier: 

Price: 




♦ i 



Gerry the Germ has just 
been thrown out of the H* 
lstitute of Infectology for 
falling to get his stink- 
ploma and he's desperate to 
prove that he's a good 
parasite. 

Luckily he finds a body 
to infect and takes the 
chance to prove his 
despicable worth. 

The infectious action 
begins in the lungaroo 
I lungs) where you must 
steer Gary around the red 
blood vessels where he can 
steal the bottle of oxygen 
that are produced. The red 
cells follow a set circular 
pattern so it should be 
quite easy to follow round 
and make a dive for the ox- 

igen at the right moment, 
nfortunately it isn't as a 
white blood cell is on patrol 
looking for germs just like 
you. 



Gerry the Germ goes Body 

Poppin 

Spectrum 

Firebird 

£7.98 



The combination of the 
red blood cell patterns and 
the white cell patrolling 
make this screen almost 
impossible. You might get 
enough oxygen to raise the 
victims temperature a bit 
but not enough to do any 
damage* So having failed in 
the lungs, it's off to the 
bladder. 

As you would expect the 
bladder isn't a particularly 
nice place complete with 
rotting food and a con* 
tinually dripping pipe. 
Your object is to reach an 
island but before you make 
it you will have to control 
the pipe dripping with a loo 
roll and avoid a bull and a 
cock that are out to get you. 

If you get clear of the 
bladder its off to the 
kidneys. 

Gerry the Germ is not an 
easy game to play and it 
will be some time before 
you savour the delights of 
infecting medical supplies 
on a train in the Pancreas, 




avoid healthy food in the 
stomach and finaUy reach 
the heart where the game 
and your victim ends. 

Each screen can be 
thought of as a game in 
itself however I suspect 
that their difficulty lies 
mainly in learning set 
routes and understanding 
the appropriate part of the 
instructions. These are 
presented in a comic strip 
style but are hard to read 
and it will take a few games 



before you know exactly 
what you're trying to do. 

Having said that the 
game is undoubtedly 
original and fun to play. TH 
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Title: 


Realms of Impossibility 


Computer: 


Spectrum 


Supplier: 


Ariolasoft 


Price: 


47.98 



I 
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An aroade adventure 
originally written in the 
States back in 1983 for the 
64, Realms of Impossibility 
has at long last been con- 
verted to the Spectrum. To 
be perfectly honest, I don't 
know why anybody 
bothered. 

There are thirteen 
dungeons for you to chase 
round in search of a 



rivers etc. The dungeons 
don't scroll continuously, 
but when you move off the 
end of one screen every- 
thing shifts onto the next 
one. 

So why the complaints of 
the first paragraph? Well, 
the graphics of the 
characters and monsters 
are abysmal. They are 
small. Jerky and flickery. 
the sort of thing you find in 
beginners' books on how to 
program the Spectrum. 
They may have been ok 




treasure which you must 
then return to your star- 
ting location. Assorted 
zombies, spiders, snakes 
and balls try to stop you 
but you can find scrolls en 
route which may heal you 
or give you a spell to cast. 

You start off with a cer- 
tain amount of energy and 
this decreases when you 
collide with monsters. 
Should it reach zero, you 
die. The spells that you can 
cast are freeze, confuse and 
protect which are fairly 
self-explanatory 

The dungeons them- 
selves are done in 3D. 
reminiscent of a poor ver- 
sion of Ant Attack if you 
can remember that far 
back. There are ladders to 
be climbed and pits and 



back in 1983 but they don't 
half look dated now. Also 
some of the colour schemes 
are choice, such as light 
yellow zombies on a yellow 
background. 

The game itself Is easy to 
play. I zoomed through the 
first four dungeons very 

Suickly and was half-way 
irough the fifth when I 
got caught in the bottom 
right hand corner of one 
screen and the game hung 
up on me. I didn't need a se- 
cond player to help me but 
might have done on one of 
the higher skill levels. 

I cannot recommend 
Realms of Impossibility. It 
might be OK as a budget 
game but it looks badly out 
of place and lacking 
sophistication when corn- 
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pared to other games of a 
similar nature. 
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Playing the part of Fred 
Scuttle from the Benny Hill 
Show, you have kindly 
volunteered to help one of 
your neighbours, Mrs Har- 
ras, by collecting her 
washing for her whilst she 
has gone shopping. This 
you do by moving along the 
street until you reach the 
washing line, taking an 
item of clothing and return- 
ing it to the laundry basket. 

Naturally, there are one 
or two obstacles to hinder 
you.. These are lamp-posts, 
fences, telephone boxes, etc 
that you must avoid runn- 
ing into. The street is divid- 
ed into three lanes and you 
can dodge about according- 
ly although it is sometimes 
difficult to work out which 
lane an obstacle is in, 
especially if it is just off the 
end of a screen. Nor can 
you memorise the positions 
as the council move 
everything around. Col- 
liding with anything just 
causes a loss of time. 

Your main problem oc- 
curs when you get hold of 
youp first piece of clothing 



Benny Hill's Madcap Chase 

Spectrum 

DK'Tronics 

£7.95 



for now the neighbours 
start to chase you, believ- 
ing you to be a thief. If they 
catch you. they jump up 
and down on you costing 
you time and the garment 
is returned to the clothes 
line. It is possible to tem- 
porarily daze the 
neighbour if you can per- 
suade her to run into an 
obstruction, 



If you successfully 
return an item from the 
clothes line to the basket, 
you score 20 points but 
points are deducted if you 
bump into something or are 
caught. 

If all six garments are 
successfully returned, you 
score a time related bonus 
and progress on to the next 
level where you are trying 
to colleot apples. An addi- 
tional hazard is the 
presence of some fast mov- 
ing tractors. The third level 
involves collecting jumble. 

Although the graphics 
are very large and colour- 
ful, animation is poor and 
our hero moves along like a 



goosestepping kangaroo. 
There is no sound apart 
from the occasional beep — 
the Benny Hill themes 
would have been a con- 
siderable help. 

Although the game is 
lust about playable, there is 
little sophistication and no 
lasting appeal. Your hard 
earned pennies could be 
much better spent else- 
where, gh 
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Set in the North African 
Campaign of 1941-2, Desert 
Rats is a wargame that 
allows you to try your hand 
at five different battle 
scenarios including El Ala- 
mein and the selge of 
Tobruk or the entire Desert 
War. 

You can choose to play 
either atfinst the computer 
or a human opponent and 
can play either the British 
or the Axis forces. There 
are no skill levels as such 




Desert Rats 
Spectrum 
CCS 
47.95 



but you can make life a lot 
easier for the Axis powers 
if you decide to do so. The 
games are played in a series 
of turns, each one 
representing a day and the 
scenarios vary to give you a 
choice ranging from 7 
turns to a massive 624. 
Games can be saved at any 
time. In order to win, you 
must achieve certain vic- 
tory conditions as specified 
for each scenario. 

The screen is divided in- 
to four sections. The main 
one is a scrolling map, the 
top right displays the date, 
the one across the bottom 
identifies the unit in ques- 



tion and the last one gives 
you the meny allowing you 
to execute your commands. 

Giving commands is 
simplicity itself. Units are 
highlighted in turn and 
your valid choices appear 
in the menu box. You can 
summon up a report of that 
unit's strength, movement 
allowance, morale, supplies 
etc. Commands are selected 
by their initial letter and 
movement adjusted using 
the cursor keys. After you 
have finished your orders, 
both sides move simul- 
taneously and the results of 
any combat calculated. 

Desert Rats is an ex- 
tremely well presented 
wargame. The graphics are 
large and clear. Command 
entry is simple and the In- 
struction book is some- 
thing that other companies 
would do well to copy. A 
glossy 32 page booklet 



gives clear instructions, 
hints and tips and pictures, 
maps and background 
notes on the .actual 
background to the cam- 
paign. 

If you already enjoy 
wargames, then Desert 
Rats is well worth consider- 
ing. If you are a rank 
beginner, you may prefer 
something simpler but if 
you don't mind suffering a 
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lot of heavy defeats to start 
with, the game will give you 
a fascinating insight into 
the North African cam- 
paign. GH 
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Title: 


The Adventures of Bond . . . 
Basildon Bond 




Computer: 


C64 




Supplier: 


Probe Software 




Price: 


£7.95 






Russ Abbot has been cap- 
tured by a rival comedy act 
and it is up to you — 
Basildon Bond — to rescue 



him within a certain time 
limit, to help you, you can 
call on the services of 
Cooperman and Blunder 
Woman. 

The game is set in a 
television studio which you 
must explore in order to 




Title: 


Surf Champ 


Computer: 


Spectrum 


Supplier: 


New Concepts 


Price: 


47.98 




The first thing likely bo 
catch your eye with this 
game is the packaging. Not 
only do you get a cassette, 
but also a plastic surfboard 
which sits on top of your 
Spectrum and acts as a 
keyboard overlay. 

Surf Champ is as you 
might expect, a surfing 
simulation game. You start 
off getting weather details 
and must then enter details 
of your height, weight, 



choice and size of board etc, 
before deciding whether 
you want to practice or 
enter the competition. You 
can then paddle out to sea 
before turning and cat- 
ching a wave and perform- 
ing assorted tricks as you 
are swept back to land. 
That at least is the theory of 
it. 



The main problem with 
this game is that it is highly 
unplayable. The surfboard 
keeps slipping off its keys 
and it is very easy to knock 
it when you are paddling 
out (this is done by press- 
ing other keys on either 
side of the surfboard). Once 
the surfboard is displaced, 
it is practically impossible 
to get things sorted out. 

There are other pro- 
blems too. Unless you are 
familar with the sport, the 
terms and the slang 
associated with it are mean- 
ingless. There is an lnfor- 




flnd assorted jokes and 
answers . These must be 
logged into your computer 
(once you have turned it 
on). There are various 
hazards intent on hinder- 
ing you, Roving cameras 
will transport you back to 
the first room and also cost 
you ten minutes time your 
limit is five hours) if they 
touch you. Clowns' faces 
suddenly materialise and 
steal your jokes. 

As Bond though, it is on- 
ly fair that you are allowed 
to fight back. You can use 
your Cooperbl aster. This 
summons Cooperman of 
Blunder Woman who fly 
acrfoss the screen and 
destroy any cameras that 
they touch. You only have 
10 charges In your 
Cooperblaster though so 
use them carefully. Your 
other defence is the 
manipulation of the 
various objects that you 
find lying around. Some are 
used in searching for jokes, 
others have morespecific 
purposes. The magnets will 
temporarily disable a 
camera whilst a suitacase 
will repel a face. You will 
also need a disk to turn the 
computer on and a key for 
your final rescue act. The 
problem here is that you 
can only carry one object at 
a time. 

The graphics are bright 
and colourful but are let 
down by the animation of 
Bond who hops round like 
an arthritic morris dancer. 
The game itself looks like a 
poor man's Impossible Mis- 
sion. It doesn't play par- 
ticularly well and doesn't 
have any great lasting ap- 
peal. 



PLANET RATINGS 

Originality 
Graphics 
Use of machine 
Value for money 

STAR RATING 
RIGHT STAR 



00 



© 




mation program on the 
other side of the tape 
(please, New Concepts, If 
you are going to do this, 
then label the sides of the 
cassette differently) but 
even after reading these, I 
was little the wiser. This is 
unfortunate because you 
need certain information to 
help you get through the 
extremely user unfriendly 
menu system at the start. 

There are two graphical 
screens. A rather ordinary 
one of the beach with the 
waves coming in and a bet- 
ter one of you on your 
board on a wave if you 
manage to catch one. There 
is no sound worth mention- 
ing. 

i cannot recommend 
Surf Champ as the overlay 
makes it largely 
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unplayable. If New Con- 
cepts could improve that 
and tidy up a few other 
presentation problems, 
then it could have some ap- 
peal, but not at the moment 
I'm afraid. 
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Somewhere between their 
Silver Range. Super Silver 
Range, Gold Range, and 
free range eggs, Firebird 
have now slotted in the Hot 
Range of mid price games 
that don't quite measure up 
to the standard of Elite but 
are meant to be a bit 
classier than their budget 
titles. 

One of the first titles in 
the Hot Range is Costa 
Capers, a sort of Miner Wil- 
ly Goes On Holiday game in 
which you control a 
charaoter called Ted 
Blewltt. Ted it seems has 
gone off on holiday and 
managed to lose all his lug- 
gage, including his camera 
wehich can take 36 snap- 
shots needed to prove to 
Ted's friends that he really 
has been abroad. 

Your ultimate aim is to 
gather in all Ted's luggage 
and then get his holiday 
photos developed. Of course 
it isn't quite as simple as it 
sounds (it never Is. is it?), 
since in order to collect all 
the items they must be col- 
lected from various loca- 
tions in a total of some 50 
odd screens. These are full 
of the usual platform game 
lunacy — Ted Jumping left 
and right to avoid deadly 
sprites, ladders, lifts and so 
on, and he also has to 
watch out for his Sunburn 
and hangover indicators 
which can affect his ability 
to remain vertical. 

There are a number of 
other factors that com- 
plicate the game but the 
basic format is very much 
that of the old fashioned 
platform game. It's a well 
designed game, with all 
sorts of interconnected pro- 
blems. I found some of the 
obstacles very difficult to 
get past, and after two 
evenings of playing the 
game I've still only gotten 
through about a dozen 
screens — there are a 
number of routes that I juBt 
haven't been able to get 
through, no matter how 
many times I try. 

The graphics are very 
colourful with few at- 
tribute problems, and Ted 
himself is quite a cute 
figure whose legs waggle 



comically as he gets bounc- 
ed around the screen. 

Costa Capers is a good 
platform game with a 
number of features that 
make it a bit more complex 
than Manic Miner and all 
its clones, but there's no 
escaping the fact that this 
sort of game is getting a bit 
dated. This one offers quite 
a few hours of simple fun, 
but I do think that it's a lit- 
tle overpriced and perhaps 
more sutied to one of 
Firebird's cheaper 

labels, SD 
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Computer: 
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CRITICAL MASS 

Durrell 

C64 

£8.95 
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The aliens have taken over 
your anti-matter converson 
plant after a surprise atack 
and are threatening to 
detonate it, turning it into a 




black hole unless you offer 
unconditional surrender. 
As you don't fancy that 
particular idea much 
either, it is decided to in- 
filtrate the plant and 
disable it before Critical 
Mass is achieved. 

You are dropped well to 
the west of the plant in 
your craft a rocket propell- 
ed hover type and must 
head east will all due speed, 
taking care to avoid the 
many rocks and blasting 
away at the aliens' defen- 
sive crafts. Should your 
craft implode due to your 
hitting too many rocks etc 
tou have a chance to use 
your jetpack and fly back 
to base to pick up another 
craft, avoiding the hungry 
sand worms en route. Once 
you reach the plant, you 
have to follow a precise at- 
tack procedure if you are to 
destroy it. 

Your craft is highly 
responsive to the joystick, 
so much so. that I would 
recommend using .the 
keyboard at first. This may 
seem surprising as the only 
controls are rotate left and 
right, accelerate, brake and 
fire. The problem comes 
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with accelerate. It is very 
easy to reach top speed and 
then find that your craft is 
too fast for you to handle 
and you are bouncing 
round the rocks like a bail 
bounces off the bumpers on 
a pin-table. This hamfisted 
approach also leads to com- 
plaints when you crash and 
can't find your craft in 
time, Slowly, you learn to 
take things gentler and ac- 
celerate in small bursts 
rather than just pushing 
the joystick forward and 
holding it there. 

The information on the 
screen Is discretely placed 
in the bottom left hand cor- 
ner giving details of time to 
critical mass, energy left, 
distance to next zone and 



score. There are five dif- 
ferent skill levels and you 
can change the type of vehi- 
cle to make control of the 
craft even more difficult* 

The graphics look good 
with smooth scrolling and 
the game plays as well as it 
looks. If you can overcome 
any initial frustration, it 
will keep you quiet for 
hours. G.H. 
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Macrocosmica 
Amstrad CPC 
Amsoft 
£7.98 




Macrocosmica has been 
described as Elite without 
the graphics, and that is 
partly true/ However, it 
bares more resemblence to 
Omnitrend's Universe than 
Elite, 



The plot is familiar: jum- 
ping around the galaxy 
trading, fighting, gambl- 
ing. You start up with a 
fairly small ship — one 
laser, one cargo bay, etc. 
etc, and you have the abili- 
ty to buy more and 
more bits for your craft. 

The display shifts bet- 
ween the computer and the 



main console on the bridge. 
From these two positions 
ou can select the other 
unctions of the ship or the 
port/space station that you 
have just visited- this 
means that repairs can be 
arried out. goods bought 
and sold, maps consulted, 
or the casino visited. 

The game has three 
levels and the amount of in- 
formation supplied on re- 
quest varies in proportion 
to the level you are on. The 
lower the level, the more in- 
fo. 

The casino is where the 
bulk of your initial 'stake' 
can be built up — the meas- 
ly amount of credits that 
you get at the start is a bit 
small to say the least. 

The trading system is 
identical to Elite, with the 
exception of the monetary 
system. In Macrcosmica 
you can deposit money in 
the bank and operate on 
credit. This is a good 
safeguard aganst pirates 
who are liable to pinch all 
your readies. 

Piracy in Macrosmica is 
slightly more complex than 
in Elite as you can pay 'pro- 
tection money' and do deals 
If not then you may have 
to fight it out. The graphics 
in this section are extreme- 
ly crude to say the least, 
and it's a shame that it has 




been put in, without this it 
would be a good trading 
game. With it, it tries to be a 
pretender to the Elite 
throne — and it fails. 

The casino section is 
very good, with reasonable 
graphics and sound, it is a 
very simple higher or lower 
game, but it is a nice in- 
terlude 

The graphics on all other 
sections of the game are 
simple but eminently 
suitable for this type of 
game with lots of colour. 

Overall, I think that this 
is a very good trading 
game, with a very un- 
predictable scenario that 
changes every time it*s 
played, the lack of a save 
mode, though, is a bit of a 
disappointment. MR 
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Long long ago, in a 
puter far, far 
meone invented a dooms- 
day machine, it was 
somehow put into orbit 
around two satellites called 
XYLOS and PHOLOS, this, 
it was thought would stop 
any threat altogether of 
war. 

All went well until the 
evil invaders called the 
ZAGS decided that XYLOS 
and PHOLOS was a nice 
place to destroy. Your mis- 
sion is not however to stop 
the doomsday device, but to 
find the mythical TIME 
CRYSTAL, which can make 
everything harmful disap- 
pear to another time zone. 



Mediatar 

Atari 

English Solurum 

£9.95 







Far be It from me to say 
tht whoever thought this 
up needs to see a doctor, 
but this story has nothing 
to do with the game. The ac- 
tual game is a cross bet- 
ween a lunar lander /city 
bomber type game and At- 
tack of the Mutant 
tomatoes. 

The lunar lander stage 
has quite nicely animated 
towers and bricks, but the 
lander is quite awful, four 
years ago it may have been 
quite good, but nowadays, 
not acceptable. 

This stage lacks any 
great challenge, it should 
have been dropped 
altogether, it detracts from 
the overall game. 

The annoying thing is 
that at any stage you may 
be called to this screen to fo 
and bomb a very unsmart 
ship, losing the momentum 
of the game altogether. 

The good part opf this 



game comes as a series of 
quite challenging screens, 
which simple pose the pro- 
blem of getting through 
them. You may be called 
upon to fetch apples across 
a stream and build a horse 
(huh?), avoiding the killer 
trees is quite nice, and gvet- 
ting the horse across the 
bridge is. . .hard. 

The instructions are in- 
tentionally cryptic, and 
this adds to these soreens 
enjoyment. Unfortunately 
the gameplay is lost slight- 
ly because of the space 
screen, and this gives a 
very amateur feel tol some 
aspects of the game. 

Overall this game is 
brought down because of 
the space phase. The 
originality of all the other 
phases do not quite make 
up for this. GD 
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Title: 

Computer: 
Supplier: 
Price: 



Rasputin 
Spectrum 48K 
Firebird 
£7.95 




Wh^n I first loaded 
Rasputin I thought the 
graphics were excellent 
and if I could Just figure 
out what all the mystical 
claptrap in the instructions 
was about then I might be 
able to start playing the 
game. Well, I haven 't 
fathomed all of the game's 
details yet but I think I can 
have a stab at trying to 
describe it for you. 

You play the part of a 
gallant knight, Ivan 
Kosmoviohski, on a quest 
to destroy the spirit of 
Rasputin t an evil chap 
who's trying to destroy the 
entire universe. The source 
of Rasputin's power is the 
Jewel of the Seven Stars, 
and Ivan must wander 
through the dimensions of 
the netherworld, battling 
against strange creatures 
and magical energies in 
order to Find the Jewel. 

The netherworld takes 
the form of complex sets of 
platforms — represented in 
excellent 3D graphics — 
floating above the clouds. 
Not only do you have to 
avoid all the celestial 
nasties, but you also have 
to make sure you don't fall 
of the platforms as falling 
to the clouds below will 
drain some of your energy. 

Like all good nether- 
wolds this one contains 
both dangers and magical 
powers that can assist you. 
If Ivan can find the objects 
marked with the letters of 
Rasputin's name then his 
sword and shield will be 
charged with energy that 
will aid him in his fight 
against the Cylops, Cyber 
Rays and so on that stand 
in his way. Once all the ob- 
jects in a particular dimen- 
sion have been found 




Rasputin will unleash a 
monster upon you, but if 
you can defeat this monster 
you will gain another spell 
that will enable you to 
neutralise Rasputin's 
powers 

Once you have collected 
all eight of these spells you 
will be able to reach the 
Jewel (remember that?) 
Dead simple isn't it? 

Rasputin is, as you may 
have guessed, an immense- 
ly complex game, the in- 
dividual tasks you face may 
seem simple when taken 
one at a time, but when 
they are added together 
they make up a game that 
could take ages to complete. 
The hard part is actually 
working out what some of 
these tasks actually are, 

since the instructions are 
just waffle and didn't reaUy 
help me get nto the game at 
all. This could be a problem 
I suppose, as I initially 
found the purpose of the 
game so unclear that I had 
to make a really determin- 
ed effort to stick with it. On 
the other hand this does 
mean that the game isn't 
going to be solved overnight 
and then forgotten. 

The game's graphics are 
excellent, all the figures are 
large and very smoothly 
animated and in the style 
first seen in Knight Lore 
(it's a pity Ultimate 
couldn't copyright that 
style of graphics — they'd 
have made a fortune), 
though the animation in 
raeputin is actually 
superior. Some of the 
screens are very f very 
busy, but the speed of the 
animation doesn't seem to 
be slowed down at all. 

Rasputin isn't an easy 
game to get into, but it is 
worth making the effort 
and once you've gotten onto 
tasputln's traU you'll pro- 
bably be hooked, SD 

PLANET RATINGS 



OriginaUty 
Graphics 
Use of machine 
Value for money 

STAR RATING 
Nova 





Eecaans Star Guide 



Black Hole - 



H 



White Dwa; 
Bright Star — 

Red Giant — 
Nova — 

Supernova — 




Nebula. — 






This should be avoided at all costs 
as anything that gets too close to it 
is immediately sucked into the 
vacuum, A game given this 
description is totally void of any 
interesting featur 
This is a small dying star that is 
now far from it's best. Any similar 
games may lack lasting appeal. 
Like your sun. games giver, 
description will be bright and : 
teresting and will support intelli- 
gent life. 

Brighter tha right star sue! 

game will have an outstanding 
feature or game system. 

&& a game a No 

rating you should immediately 
sh out and buy it. Novas are 
bright and spectacu 
fluenoe neighbouring planets. 
Tb i the ultimate in stellar 

systems for this Incredible explo- 
sion of a star can effect entire 
galaxies. If a supernova game 
runs on a computer that you don't 
have then buy the machine and 
then buy the game! 
Although 8 nebulae looK 

bright and Interesting they are in 
fact constructed totally from h 
gasses. Beware of any gan 
ing this symbol as you will pro- 
bably find it disapp g. 



Planet ratings Game symbols. 



Planet. raUngs are marks 
out of five for specific areas 
of a ga These inc;) 1 

Originality, graphics, use 
aachine and value for 
money 

Orig H 

original is the garr it a 

completely new idea or is it 
the 83rd version of Pac- 
man. 

Graphics — Do the 
Graph iazH 

friends or send them 
sleep. 

Use of machine — does 
the game pu 
machines hardware to 
limits or was it written 
three lines of Basic. 



Tb -ymbols indicate 
which category the game 
belongs in. It is however 
possible for a game to be 
re than one gro : 
ich case more than one 
appear by the 
rev 



Adventure 
:on 

Strategy 

Sports 

Wargame. 



Nunv 
minim urn 




players ■■ n 



Valut- !ey — Is i\ Licks 

daylight robbery or a steal? requ plionaL 



1£ 
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MEGASAVEF^ 
SOFTWARE 
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SPECTRUM 


RflP 


OUR 


2o<ds 


7-96 


530 


Commando 


995 


6.99 




PRICE 


FJlarJorurmer 


km 


6.75 


Ram bo 


695 


fl.75 
6.99 


YabtMi DabbaDoo7 95 


5M 


Sack to Stool 


695 


4.99 


Winter Games 


995 


Spitfire '40 
Lord/Rings 


9JPS 


C.99 


Now Games ? 


95 


a« 


Mercenary 


MS 


6,99 


ffi H 


11-05 


Nomaa 


fi95 


4 99 


Trans lormp/ a 


Ms 


6.75 


^ransForrnofs 


7 9S 


5.50 


Rasputin 


7,95 


5.50 


Back to the Mure 9.95 


141 


Warner Games 


7 95 


SJO 


Tau-Cati 


995 


| 4!, 


Knight rider 


1 H 


6.75 


Commando 


r« 


5 50 


Twltior 


795 


550 


Enigma Force 


9 95 


6.99 


Surf Chnmp 
CytJOfun 
RtRlbC 
EMe 

Enigma force 

1/ . ^ 


n 95 


9,95 


Pentagram 


995 


6.99 


Baiioiver 


9 3= 


Ml 


90 


6.99 


OCP-Aft Studio 


14.95 


10,95 


Gyroscope 


695 


675 


795 


5.50 








Young Ones 
Time Tunnel 


795 


5.50 


14 95 


MS 


COMMODORE 64 1 


OUR 


995 


|J| 


995 


6 + 99 




PfllCF 


Wild wm 


!U>!i 


6.99 


KnightriMr 


796 


5.50 


Basildon Bond 


9&5 


7.20 


Skoolaaa 


695 


4.95 


Youftg on ra 
Vie Ar Kung Fy 


r r*f. 


5^0 


N>ghtsn«nj 


B4G 


120 


Master of Magic 


2 99 


3.50 


,' K 


5.50 


Rounder 


995 


7^0 


WNow Oames ? 


695 


6.75 


TomanawK 


e B6 


6.99 


OfagontkuHe 


BJfl 


7_2C 


Bladerunner 


9 95 


6.99 


Guflfrighl 
Cosmic Wartoad 


7 95 


6. 99 
5.50 


Critical moss 
Kof on* a Rin 


6 95 
995 


6.75 
6.99 


Imnolfip 
Zorro 


9.95 

3 0^ 


5,50 
6.99 
6.99 
550 


Zotro 


7 95 


5.50 


Lordmnga 


15 95 


11.95 


Quahp Minus Ono 9.95 


Banto Planets 


:- ■ 


%M 


Rock n* wrest la 


:*-■- 


6.99 


Va&ba DabbaOoo7. 


Sfcyfoi 


7K 


5.50 


Y* ArKungFu 


0.95 


6-75 









For up In dale new* on availability and spvclai offets ring 0920 — A 
££&3l&6& ". M '■»' "•"""V *•<! "n» dlydtwlehwlmi applicable oStmm 
SftRftlM *»counl on oil order* roT M „*n brmoMtfBM a. U>TJ%£ 
OTerttS. fl.F.P.O. Welcome. Cfiequa*/ PO.i/ECi payable to ED40 

FREE GAME WITH EVERV ORDER OVER £10 




This man is harmless, 



CUT PRICE SOFTWARE 



OUR 
5p*c*rum RRPPRICE 

|MR 14 95 10,00 

AIIU5 Gold 7.95 &9£ 

AMU.S. Gold 9 95 7.25 

A(1 Ultimate 995 6.95 

AM Ocaan 9.95 7 JS 

AM Ocean 6 95 5 00 

All Beyond 9 95 6.9S 

AH Aamralon fl 99 7.2S 

A* The Edge 995 7.25 

ASEtile 6 95 5.W 

Shadow of U'com 14 95 1350 

Ramba 7. 95 5.90 

Monty on the run 6.95 5.25 

Saboteur fl 95 6.00 

ZOKfe 7.95 5.90 

Winter Sport* 9.95 7-» 

5iarouake>- 7.95 5 50 

Robin ol the wood9.95 7-25 

7hey sold million 9.95 7.00 



Commodore 64 
AH US Gold 
AM US. Gold 
All Ocean 
All Beyond 
An A cti vision 
AH Ariolasof! 
All Ultimate 

R.irr frn 

SnaOowfire tt 
Monty on Run 
Scooby Doo 
Blade Runner 
Zoica 
Mercenary 

Bouncers 

They sold ml 

Elite 

Ball Bla/er 

Revs 

Superman 

Fight Night 



OUR 
RRPPRJCE 



■ in 



995 

14.95 

995 

995 

B H 

D95 
B fa 

7.95 

^:. 

6 95 
BJE 
') BS 
B 98 

is 

|4 h 

995 



7.25 
10.60 
7.2S 
7.25 
7.45 
7.4S 
7.25 
fi.70 
7-25 
7.25 
COO 
6.70 
6,7TJ 
7.00 

7 .00 

7.00 

10.00 

7.25 

11.00 

6-50 

b.00 



Ami I r ad 

All Amaofl Gold 9 95 
All AmsoM " Dtth 13.95 
AM Amioh Disks 12.95 
F goes loH'wood 9 95 
Ail Ocean g 95 

Alt US. Gold 995 

Hypeftporta 695 

Mar* purl 9 95 

All Amaoft ri H 

Projed Future 895 

Scooby Doo MQ 

Monty on run B H 

ZdW 8.95 
They sold million 9 95 

Elite <Jsn, 14 96 

Exploding fiat 9.96 

Sianon 9.95 

Battte of Britain 9.95 

Transact 29 95 

invoaat ;".' ytj 



OUR 
RRPPRICE 
7 P » 



CUT PRICE SOFTWARE (CO) 4 SLACKENSURY HATCH, HARLOW, ESSEX CM19 4ET 

(0279) 24433 (24hr Ansaphone) 
Y/$A Access/Visa orders we*come T 

Overseas orders please add 75p per tape. 



ES 




= !Wi ri =1 



SPECTRUM 



OAME __ 

NICKfALOO 

fRANKlEGOESTQHlYOQO 

STARION 1 . . 

hypehsports ... 
daley5 sup^rtest „ 

shaoowf1rc 

.rank 3run0 boxing 

DY*tAWlTEDAN 

RAXt TUR&OlNTEPFACE .. 

NIGHTSHADE - 

WAV OF THE EX FIST . 

»MT BASKETBALL 

BOREO OF THE RINGS 

51ARQUAKF 

SHAUOW Of UWCORN . 
AOfilO SERIES a BALL 

CRITICAL MA3S t .. 

lMP05»EiLC UfSSlON , 
MONTY ON THE fWjfi 
PANZADROME 

CVBERUN h| 

INTERNA HONAi, RUGBY . 
ARCH OF YESOO 
TOMAHAVW . . . 
5«EVOSWORO .. 
SUPER SLEUTH ._ 

LORD OF THE RlNQg 

nUNHSTONE 

RASPUTIN... 
SCHIZOPHRENIA . 
FORBIOO0* PLANE! 

rnp ad . 

SIR FRED . . . 

'HflEE WEFKS IN PARADISE ! 
EN+OMA FORCE 

1H1NK . 

BLADERUNNER 

REALM OF THE IMPllTY 

SPITFIRE «0 ,, 



9 n 

. B.H 

,795 

796 

695 
UQ 

695 
695 

33 9S 
Itt 

I is 

595 

fi95 

7BS 

UtfS 

6Q5 

6 95 

795 

.795 

7 95 
.9 95 

795 

fl fi- 



7.45 

7*$ 



7.44 

Ui 



17 »g 

7.45 

6. SO 
445 
5.20 
5» 

11» 

ire 
595 



795 

9 95 
1595 

■ H 

796 
7 95 



<79S 
US 
9 9f» 
PJfi 

fl K 



SJ5 

7.40 
5»5 
S.X 
7.40 
5.95 

7.H 

1150 
5S5 
5*5 
595 
5» 
595 
745 
7.45 
745 
it5 
6710 
fi.70 
7.45 



COMMODORE 64 



Oam t 



MRP 



■j\i}bKivu^O£ g» 

NICK FALDO... _„ flQA 

FRANKtE GOES Tp HWDGO 995 
WA> OF THE EKPLODING FI5T9J6 
ELITE 1495 

SHAOOWFlFrE BM 

J3W II QH5 

DALEY T. 5UPERTHT 7 95 

FRANH BRUNO 79* 

AATTlE OF 8RrTA4N 995 

SKYFOX 129J 

PSIWARHIOR 90S 

PNTERNATPONAL KARATE ...650 

SABRE WULF fl« 

MONTY ON THE RUN 7 95 

KNIQHTLOPE W 

KOWGAME5II 9K 

TERRORMOLJNOS 7 96 

-'■' ^" "■'■ f H 



oun 

PRICt 

7.46 
7.41 

7.45 
7.45 
HJD 
7 45 
CIO 
5.95 
595 
7j46 
9.70 
4.M 
500 
' 7.45 
4 95 
7.45 
170 

5,95 



SKYFO* 9» 7^ 

Wl/ARORV Q9i V4* 

RACING DESTRUCTION SET |4 OS tlW 

MERCENARY.. 1J95 17B 

CRAZT COMET 95 JJft 

V¥MO DARES Wff*S II 5 5JS 

FIGHTNIGffT 9 05 7-4§ 

SUPERMAN 9 95 7.40 

DRAGOfJ SIOALE . 9 95 ?M 

LITTLE C'PUTER PEOPLE W .095 7J6 

UTTLE C'PUTfiR PEOPLE (d) 14 95 11 ft 

STAfllON 9» 7.40 

COMMANDO 9 95 7.M 

FRIDAY 13h ft «»5 a?0 

11 1495 11J0 

BLApERUNNER B95 470 

*VJLD AF-»T 9,,:. 745 

SPACE OOUST . 695 6-70 

CAUSE Of CHAOS 695 7» 

WiLORlDF 695 SJ0 

C\n\AWS 9.95 7.46 

DEE-BUG 7M 5.95 

5CALEXTR1C 1295 9.70 

WIZARD 9 95 7.45 

ENIGMA FORCE 996 7.45 

AM9TRAD 

GAME MRP OUR 

pfUpfl 

OUNDARACH . t 995 7M 

FRANK BRUNO 6 95 fi TO 

EXPLODINQHST . 995 7.46 

A VICW TO A KILL 1099 US 

5TARK3N 995 7-4* 

ROCCO, . 6 95 4.99 

Wr?AR0SLAIR 9 95 (JO 

THEATRE EUROPE 9.96 7.4S 

FlGHTWG WARRtORS t 9ft 5.96 

rF »viA 79* 595 

DEV1L5 CROWN 7 95 5.95 

MATOrDAY »95 ^70 

W 5 BASEBALL 95 6,70 

ELITE.. .1495 1095 

CYBtRUN 995 7J0 

ROBIN OF SHERWOOD 6 96 I JO 

RATTLE OF BRITAIN 9 L 0ft 7J0 

ARABIAN KNIGHTS 6 95 

ALL AND SOFT DISKS . 12 95 

OBSIDIAN 795 LtS 

WORM IN PARADISE 995 7.46 

STRANGE LOOP fl ^- t[ ...995 6.70 

T AU-CCT* .-.. 9 95 7.45 

QUICKBHQT fl NOW ONLY JM30 

A . — 1 ' L'- in-:l 1 r.r ^ip 

LISTS OUT ^ORT^Y 

Goodbyi* ofl»r ■ *om« of ft># mott cc«npt4leV« 
parte** lew ■ortmtrv eraflaNe If fou 0on*l tea Ihf 

||wn you rvqulr* I In led, pli*Mtot tft* mo<1 up 

lo^lela newi on r*4«»»tti and Ctrk caUlogv* 

Mlr« on 01 73 1-4*0 7 
PLEASE NOTE IF YOUR OROER EXCEEDS £50 
YOU GET 10% fUHTHfR niej-rtiisrr 

SENDCHEOUE.^0 TO If?^B 

COOOBYTE. UNfT 10-11 ff^} ^ 

IMPERIAL STUDIOS. IMPERIAL L *™?*J 
HOAD LONDON 5W6 (TEL 01-731 A4071 




Arcade Games, 

Simulations, Adventures, Books, 

Utilities, Word Processors, Business 

Software, Joysticks, Ram Packs, Dust 

Covers, Printers, Interfaces - In Fact 

Anything To Do With C16 OR PLUS 4 

Please send S.A.E. for our descriptive leaflet. 

Payment by Visa • Access - 
Cheque - Postal Order - Money Order 



24 Hour Credit Card Service Mail Order Only 

MARKETING 

85 TILE KILN LANE BEXLEY KENT 
Tel: (0322) 522631 



Personal Callers welcome at:- 
29 West Hill, Dartford, Kent Tel: 0322 91649 
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5 60 SUB 7000: CL5 : 60 SUB 6900 

10 LET sc=0: LET lt»3l LET le*0: LET g 
n*3i LET cx«0: LET cy»0i LET ax»0i LET c 
iMO 

11 LET vl»31: LET v2=!90: LET v3«254: 
LET v4=58 

IS 60 SUB 6505 

20 GO SUB 6600: 60 SUB 6600: 60 TO 105 

30 REM tHOVE 6UARDS* 
40 PRINT AT 4,z<gn)i' "jAT 3,l(gn|iVj 

■|AT 6,z(gn»; , IV 
45 LET gn=gn-l: IF MOT gn THEN LET gn 

»4 

50 PRINT AT 4,2(gn);' l ";AT 5,l(gn)| a < 
';AT 6 1 z(gn)i , iV: BEEP .001,45 

55 RETURN 

999 REH »«AIN CONTROL LOOP* 
1000 LET till LET x-x*(INKEY**VHINK 
EY*«V AND x) 

1011 IF gu THEN LET ctet-ll IF NOT ct 
THEN LET ct-ci: 80 SUB 40 

1012 IF xl-x THEN LET e*(x>xl)M 

1013 IF co THEN LET ex=cx-li PRINT AT c 

y,cxj'« "i IF NOT ex THEN PRINT AT cy 

.c 

x| B 'i LET cx e vl 




By Robert Burgess 



This Is a beginners adven- 
ture for the Spectrum with 
what may seem to be few 
locations (16). But there are 
less red herrings that usual 
and lots and lots of puzzles 
for you to complete. 

In the game you are 
Fred, who was imprisoned 
in the dungeon by King 
Notalot. for trying to steal 
his six gems. 



As luck would have it, 
the gems are also stored on 
the same level as the 
dungeon, so if you are 
clever you can escape from 
the clutches of the baddie 
and make your way to 
freedom. 

The game recognises 24 
verbs and uses the stan- 
dard verb/ noun format. 



1014 IF *r THEN LET U«M+ll PRINT AT 1 
,M| a -< B : IF ax=30 THEN PRINT AT 1,31 



■: LET *x»0 
1017 IF x»vl THEN 60 SUB 6500 

1019 IF NOT » THEN LET j*IN f\ LET -«(j 
«v2 OR j*v3ti IF ATTR (5,xl)Ov4 THEN 6 
TO 6700 

1020 IF it THEN LET yl-ys LET y=j<«): LE 
T *•«+!: IF n'B THEN LET *-0 
1025 IF gu THEN IF xl-z(gn) THEN 60 TO 

6700 




1030 IF co THEN IF xl=cx OR xi»cx+l THE 
N IF lycy OR y-l=cy) THEN 60 TO 6700 
1040 IF «r THEN IF y<3 THEN IF xlui 
R xl«ax-l THEN 60 TO 6700 
1050 IF xl-x OR h THEN PRINT AT yl,xl;' 
"(AT yl-l,xl;" "(AT y,xip*(t)jAT y-l,i| 
qlleh BEEP .001,60 
1060 60 TO 1000 

6299 REH *BLOT COHETS « ARROWS* 

6300 PRINT AT l,cxj' ";AT 1,U|' ";AT 3 
cxt" ' 

6310 RETURN 

6399 REN fSTART NEW 6AHE* 

6400 FOR i«40 TO -5 STEP -li BEEP .002,i 
i NEXT i: PRINT INK 4; AT 1,7; '6 A H E 

V E R'jAT 3,7; INK 7|" prtu my kty ■ 
6403 60 SUB 6042) 60 SUB 6910: 60 SUB 63 
00 

6420 PRINT AT 1,7|TAB 22;AT 3,7;TAB 22: 
60 TO 10 

6499 REN tHOVE ON TO NEXT LEVEL* 

6500 BEEP .4,24: BEEP .6,12 

6501 LET be-be+2: PRINT AT 16, be;'* 1 : 
BEEP .1,24: IF bff<19 THEN 60 TO 6505 
6503 FOR iM9 TO 11 STEP -2: PRINT AT 16 
,i|" ": BEEP .3,48-11*2): LET tc-tt+Mi- 
9) §3): GO SUB 6600: NEIT it LET bt-9 
6505 LET x>2: 60 SUB 6910: 60 SUB 6300: 

LET cx-31: LET ax»0: LET cy«3 

6515 LET gu>0: LET ar»0: LET co»0 

6516 LET ic=ic+UO*le): 60 SUB 6600 

6517 LET ou-Ut-1 OR le>6): LET ar=(le«3 
OR le«5 OR le=6 OR le=8 le=lQ OR le=l 

l)i LET co*(It-2 OR U>4 OR lt-5 OR li>6 
OR lf-7 OR le=9 OR le-10 OR It'll) 

6518 IF ItM OR le»6 OR le-9 OR le«ll TH 
EN LET cy*l 

6520 IF le«14 THEN FOR i-1 TO.iO: FOR j 
■7 TO 1 STEP -1: BEEP .02,ji BORDER ji N 
EH ji NEIT i: LET ci-6i LET lt»4 

6521 IF ltHl THEN LET ci-ci-4 

6529 IF gu THEN FOR i«5 TO 29 STEP 7: P 

RINT AT 5,i;Vj*L' ! AT6 l i| i i>r*: NEXT 

■ 

l 

6530 LET lt-lt+ll RETURN 

6599 REN *PRINT SCORE AND HEN* 

6600 PRINT AT 21,7jsc; : " '(AT 21,30;ie 

6610 RETURN 









mrn^W 



SPECTRUM 



6699 REH *DRQP HAN OFF WALL* 

6700 FOR i«l TO 20: BEEP .004,-5: NEXT i 
: PRINT AT yl,xl;' -;AT yl-l.xlj' ■ 
6705 PRINT AT 16,9|TAB 21: LET j»14l IF 
x<9 OR x>21 THEN LET j»20 

6710 FOR i«9 TO j: PRINT INK 2| PAPER 7 
| INVERSE 1;AT i-2,xj'c?, ink 1;AT i,x 

IP 

*ie);AT i-l,x;q$(e): NEXT i 

6720 PRINT INK 2; PAPER 7; INVERSE 1 ; AT 

i-l.xi'qz'jAT i-2,i|' a C? 
6730 LET imt-ll IF NOT ie THEN 60 SUB 

6600: 60 TO 6400 

6740 60 SUB 6300: LET cx=31: LET ax-O: L 
ET x«2: 60 TO 20 
6799 REH UNIT VARIABLES* 
6600 LET y*4: LET e«2: LET x>li LET yl» 
4: INK 7: LET **0: LET rM9l50 
6810 LET pttlj-'f,': LET p*<2)« , JPi LE 

T q*(l>» f V: LET q$(2»= , rf': LET ct=10 

i LET 

be*9 

6895 RETURN 

6899 REN *DRAN WALL AND TURRETS* 

6900 PRINT INK 2* PAPER 7; INVERSE ljAT 
5,0;z*jAT 13,0;zl: PRINT INK 5;AT 2,31 

;'*• 

6901 PRINT INK 7; AT 15, 9)" SUPER BONUS 
■|AT 16,9;" 

6909 RETURN 

6910 FOR i«4 TO 28 STEP 7: PRINT INK 3; 

AT4.li- 'iM 5,11V 'iAT6 l i;"« - 
: N 

EXT i 

6920 PRINT INK 6;AT 21 , 1 ; -SCORE" ; AT 21, 

26; "HEN 1 : RETURN 

6995 RETURN 

6999 REH *TITLE AND TUNE* 

7000 BORDER It PAPER 0: INK 2: CLS 
7010 PRINT 

7015 PRINT TAB 4; >■ M';TAB 36j-» ■ 
"jTAB 20| a fJT 

7017 PRINT TAB 4;'9MM HW H IHHI 





7018 PRINT TAB 4; '■■ W 

mmmm- 

7019 PRINT INK 3;TAB 4:' 




;TAB 58 j '1 



7021 PRINT BRIGHT 1; INK 1; PAPER 7; IN 
VERSE 1[AT 8,6;' BY HIKE HANNION • ; AT 1 
0,6;" z left '(AT 12,6| B r 

right "(AT 14,61" enter juip 

"|AT 18,5; ■ INITIALISIN6 ■ 
7025 RESTORE 
8000 FOR i»0 TO 127: READ j: POKE USR "i 



■+i,j: NEXT i 

8002 DIH pf<2): DIH qt(2): D1H j(7): DIH 
z(4> 

8003 FOR i«l TO 7* READ jlih NEXT i: FO 
R i'l TO 4: READ z(i)i NEXT i 

8005 LET z <' ' CJ^rp ^rrr-rrrrr " : FOR i 

=0 TO 4: LET z$>z*+z$: NEXT i 

8010 DATA 0,6,46,125,254,246,252,127,127 

,120,120,124,60,68,216,168,62,117,254,22 

1,252,235,126,60,0,0,0,130,254,130,0,0 

8020 DATA 8,255,128,128,128,255,8,8,65,2 

27,71,69,132,162,191,63,128,192,224,160, 
32,64,24B,252 

6030 DATA 78,68,70,71,71,71,70,78,124,60 

,106,236,226,224,96,112,0,0,0,0,0,0,64,2 
24,65,67,135,165,180,58,95,79,78,68,70,7 

1,71,71,6,14,128,192,224,240,248,252,254 
,255 

6033 DATA 0,96,116,190,127,31,63,254,254 

,30,30,62,60,26,27,61,31,60,60,60,126,12 

6,255,24,3,2,1,2,3,4,4,5,12,19,26 

8035 DATA 12,12,10,9,7,12,7,12,7,12,10,1 

0,9,7,5,12,5,12,5,12 

8040 PRINT AT 18,5; BRIGHT 1; FLASH 1; I 

NK 1; PAPER 7; 'PRESS A KEY TO START" 

8043 LET j»2: RESTORE 8035 

B045 FOR i=l TO 20: READ k 

8050 IF IHKEYIO" THEN RETURN 

6054 IF J/30INT (j/3) THEN BEEP .04, k- 

12: BEEP .04,k: 80 TO 8056 

8055 BEEP .02,k-12: BEEP .02,k-36: BEEP 
.03,k-24 

8060 NEXT i: LET j-j+1: RESTORE 8035: GO 
TO 8045 







By William Prew 

Remember the daring ex- 
ploits of Harry Hippo in the 
classic 'Hippo Quest'? Well' 
now you get a chance to 
help Harry in his latest oc- 
cupation under the HOP 
scheme (Hippo Oppor- 
tunities Program) — an 
electrician. Jump up to col- 
lect they keys, avoid the 
holes and be careful on the 
lifts — those tellys and 
videos need building fast. 



10REH Harry the 

20REH Helpful Hippo! 

30REH By NiUiU Pre* 

40REH Stptaibir 1985 

30 

60PR0Caitnfalt 

70PR0CdiHnt 

MMHE7 

90VDU23|8202;0;0)0| 
lOOPROCtiblM 
U01F FNask(l) PROCloid 
120IF FHuh(O) CLSiPROCinit 
130IF 6(3 NDESiPROCdlipUy 

140REPEAT 
1S0MKS 

160VDU23(8202|0|0|0| 

170VDU19,l,ijb; 

IB0dMd-FAL8Eintxt*FAL3E 

i90on»FAL8Eihippo«3 

2001 tvil'hicor i*0 

210REPEAT 

220VDU19 1 3 f col(ltvtl)i0(0i0| 

230xXMiyl»20:lift"W 

240ch«22Bi»ay226ipoiMB 

250F»0i ovtr»FALSE: ont"0 

260t*o-0ithr«f0idir-l 

270bonuiM500:dpiMQ 

280CLSiPR0Cicrtm 

290IF UvtlM PROCintro 

300REPEAT 

310bonui*bonui-10 

320PR0CHit(230-50#livil) 

330IF ltval>2 PROChrt ELSE IF ltvtl-2 
AND RN0(2)"1 PRDChrt 

340IF NOT dtad PRQC1 Ht: PROCplay 

350IF bonui«0 dtad-TRUE 

360UNTIL dud OR n«t 

370IF diad PROClou ELSE PROCnixt 

380UNTIL ovtr 

390H0DE7iPR0Ctablt 

400UNTIL FALSE 

410 

420DEFPR0CpUy 

430J-FAL8E 

44OC0L0UR2 

450axX«xXiayX"yX 

UOPRDCduring 

470PR0Ckiy 

4B0C0L0UR7iPRINTTAB(5 t 27)iicori|TAB(l& 
,27»|bonui|' ' 




THE HELPFUL HIPPO 



490PROCchick 

3001F on PRQConion'FALSE 

SlOVDUn^.Sl.nI.yX^ay 

S201F ixl-il OR j ENDPROC ELSE VDU31,a 

S30ENDPR0C 

540 

550DEFPRDCduring 

540IF IHKEY-106 REPEAT UNTIL INKEY-90 

570IF 1NKEY-17 THEN *FI210,1 

580IF INKEY-82 THEN •FX210.0 

5901F INKEY-97 THEN CLS:END 

600ENDPR0C 

610 

620DEFPRQCkiy 

630IF INKEY-67 AND xX<19 xX"xX*1:mv«2 
26 

640IF INKEY-98 AND xl>0 xX-xX-h*ay=22 
7 

650IF INKEY-73 dir-1 ELSE IF INKEY-10 
5 dir-1 

660IF xl<16 AND INKEY-74 AND *iy=226 T 
HEN PROCjuap.right ELSE IF INKEY-74 AND 
iZ>3 AND «y227 THEN PROCjuipJtH 

670ENDPR0C 

MO 

690DEFPR0Cehick 

700A»FNKrn(il,yI):B«FNicrn(xI,yI+l) 

710IF AM28 AND BM34 onMRUE ELSE IF 
A-128 AND BO 1 34 diidMRUEiENDPRQC 

720IF 8*32 dtadMRUEiENDPROC 

730IF yl"3 AND F>3 mxt-TRUEiENDPRDC E 
LSE IF yZ-3 AND F<3 diad>TRUE: ENDPROC 

740ENIPR0C 



750 

760DEFPROCfch 
770IF livil-1 ENDPROC 
7B0IF yXM AND pot«xX dcad-TRUE 
790IF yl*20 AND poi-xt dtad-TRUE 
8001F yl=12 AND dpi-xX dwdMRUE 
810ENDPRDC 
820 

B30DEFPR0C)uip.chtcks 
B40A-FHicrn(xZ,yI) 

850IF yXM8 AND A*142 icortMCort+lOOi 
SQUND3, 2,55,2: thr M «thrnM:ENDPR0C 

B60IF yZ*10 AND AM 42 AND FM scort-ic 
0rtM00iS0UND3,2,55,2:tiio«titotl ELSE IF 
yXMO AND AM42 AND F<1 daadMRUEiENDPRO 
C 

870IF yX-2 AND AM42 AND F-2 icotimco 
rt*100iSDUND3,2,55,2ioni-oniM ELSE 
X>2 AND AM42 MID F<2 dtad=TRUE:ENDPROC 

B80ENDPR0C 
890 

900DEFPR0Con 
910VDU3l,ixI,yX,32 
920dir-l 

930REPEAT PROCliftilF level >1 PROCfire 
940PRQCduring 
950PRDCMit(300-50tlevtI) 

960VDU31,xX,yX-l,32iyI"yX-l 

970VDU17 ( 2,31,xX l yX-l,nay 

980UNTIL INKEY-67 OR INKEY-9B OR yI-3 

990VDU31,xX,yX-l,224 
lOOOPROCchick 
lOiOENDPROC 
1020 
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1030DEFPRQCHre 
1040PRQCfch 

1030VDU31,poi,4,32 1 31 ! dpi,12,32 > 31,poi, 
20,32 

l060poi*pos-l:dps«dps*l:IF pos=0 THEM p 
os*18 ELSE IF dp 5 =19 THEN dpi*l 

t070VDU17 a 3 t 31 l poi v 4 t ch t 31 t dpi,12,ch f 31 

,poi,20,ch 

1080IF ch-228 eh-229 ELSE ch-226 

1090PR0Cfch 

U00C0L0UR2 

1U0ENDPRQC 
1120 

1130DEFPR0Clift 

iHOVDU17 ! 2 l 31 I ! liH ! 224,31,19 ( lift,22 

U501i«Mift*dinIF lift»2 THEN Hft«2 
4 EL8E IF Hft«25 THEN lift«3 

0,17,2 

U70ENDPR0C 
1180 

1190DEFPR0Cjuip_ltft 
!200j-TRUEi VDU31 ,«Z v ayX,32 




1340PRINTTAB(xX,yX)CHR$227iPR0CHitl60) 
1350PRI«TTAB(»I,yI)- "iyX-yX+1 

lJ60PRINTTAB(»I,yX)CHR$227 
1370PR0Ccfall 
1380ENDPR0C 
1390 

UOODEFPROCjutp right 
1410j'TRUEiVDU3l,uX t iyl,32 
142OPRINTTAB{xX t yXlCHRt226:PR0CMitl60> 
143QPRQCliftiIF level>2 PRQCfir* ELSE I 
F ltvel»2 AND RND(4)«2 PROCfiri 
14 40 IF dead EHDPRDC 
1450PRlNTTAB<xI,yX)' 'iyX^yX-1 

i460PRINTTAB(xX,yI)CHR*226iPR0Ci«ait(60l 
1470PRINTTAB(xI,yX)' ':xX«xX*liyX«yX-l 
1480PRQCjuep_checki 

1490PRINTTAB(nX l yX)CHRI226iPR0C«it(60) 
1500PRQCliftUF ltvtl>2 PROCfire ELSE I 
F level«2 AND RND<4)«2 PROCfiri 
1510PRIHTTAB(iI,yI»- m it>tl*\ 

1520PRQCjuip_ch«ki 



■f u 1 



i'WVJ 








SCOFt 
LEME 



BONUS 



1210PRINTTAB(iX,yXlCHRI227:PRQCi.ait(60> 
1220PRQClift:IF ltvtl>2 PROCfiri ELSE I 
F livil*2 AND RND(4)=2 PROCfirt 
1230IF dead ENDPR0C 
1240PRINTTAB(xI T yX)' ':yX«yI-l 

1250PRINTTAB(»X,yXICHRt227iPfl0CHlt(60) 
1260PRINTTAB(xX,yXl' 'ixX»xX-liyX«yX-l 
1270PR0Cjuip.chffcki 

1280PRINTTAB(xX l yI)CHR*227:PR0Ciiait(60) 
1290PRINTTAB<nI f yX)» 'uZiX-1 

1300PR0Cjuip_chtck5 

13I0PRINTTAB'()(X l yX)CHR«227iPR0CMit(60) 
1320PR0CliftiIF livil>2 PROCfiri ELSE I 
F livil-2 AND RND(4)«2 PROCfirt 
1330PRIMTTAB(xX,yX>- ':xX«xX~liyX»yX+l 



1530PRINTTAB(xX,yX»CHR$226:PRQCnait(601 
1540PRINTTAB(xX,yX)' 'tiXnX+liyl-yZM 

1550PRQCjuip_checki 

1560PRINTTAB(xX 1 yXICHR*226iPR0CMit<60) 
1570PRINTTAB(xX,yX)' ':yUyU\ 

1580PRINTTAB(xX ! yXICHR*226 

1590PR0Ccfall 

UOOENDPROC 

1610 

1620DEFPR0Ccfall 

I630IF level<4 AND one=2 PROCfall (5,23, 
223*8*level,224*B*livell 
1640IF level<4 AND t*o=2 PR0CfalH13,24 

,225+B*level,226+8t level) 
1650IF level<4 AND three»2 PROCfall (21. 



25, 227*8Mivel, 228*8*1 evil) 

1660IF levtl>3 AND one=2 PROCfall (5,23, 
223*B» U ml -3) , 224+Bi 1 1 evil -3) ) 

1670IF lfvil>3 AND Uo=2 PRQCfalH13,24 
,225+Bt(livft]-3),226+BtUivil-3>> 

1680IF level >3 AND three«2 PROCfall (21, 
25, 227*8* (level -31 ,228+B*(level-3) ) 

1690ENDPR0C 

1700 

1710DEFPR0CfalHa,b ! cI,c21 
1720F-F+1: oni-0: tno*0: three«0 
1730FOR A=a TO b 

1740VDU17,3,31,9 ! A ! cl,c2 

173OPR0C«it(50) 

176GIF A<b VDU3l,9,A f 32,32 

1770NEXT 

1780ENDPR0C 

1790 

laOODEFPROCloie 

1810VDU31,ixX t iyX,32 

1820VDU17,2,31,xZ,yX,237 

1830dead=FALSE 

1840fuppo 3 hippo-l 

I850C0L0UR3:PRINTTAB(ll,29)STRIN6$(hipp 
o f CHR*226+' 'lj' ■ 

1B60F0R A=75 TO 45 STEP-1 

1B70S0UND3,1,A,1 

I8B0NEXT 

lB90PROCwaitl5Q0O) 

19O0IF hippo*0 over=TRUE 

1910ENDPR0C 

1920 

1930DEFPR0Cntxt 

1940C0L0UR2:PRINTTAB(1,17)'LEVEL "(ltve 
1|" COMPLETED* 

1950next«FALSE 

1960icoriMCori*bonui 

1970REST0RE2040 

1980F0R iuiic'0 TO 22 

1990READp,diS0WD3,l tPt diNEXT 

2000PR0C*iit 15000) 

2010IF ltvel-3 OR levil=6 PROCpointi 

2020ltvel-level+l 

2030ENDPROC 

2040DATA 127,4,119,1,127,1,142,1,159,1, 
142,4,127,1,142,1,159,1,169,1,159,8,159, 
1,169,1,159,1,142,1,127,1,142,4,159,1,14 
2,1,127,1,119,1,127,1,119,8 

2050 

2060DEFPR0Cpointi 

2070PRINTTABU,171SPC(18)jTABI2,17)'# B 
ONUS x 'j500*livel[' e" 
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M«* 1 
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r* t# 
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OR 
ME 



20B0icore>scort*500t 1 we I 

2090REST0RE2150 

2100F0R auiic-0 TO S 

2110READ a,b:S0UND3,l,a,b:NEXT 

2120PRQCaiU5000) 

2130IF level*6 PR0Caes5age:over»-l 

2140ENDPR0C 

21S0DATA 110,2, 115,2,110,2, 95,2, 90, 2,95 

2160 

2170DEFPR0Ctable 
2180PROCanend 
2190CL8 

2200PRIHTTAB(5,l)CHR*134 a Harry tht Hflp 
ful Hippo!" 
22lOPRINTTAB(9,2ICHR*130'Roll of Honour 

2220PRlMT , TftB(9)CHR*131'By HillWi Pre*. 

2230F0RR-0T07 
2240VDU32,32,130,R*49,46:PRINTTABU)CHR 

$135jsc(RHflB(16)i*(n«etRU5r 
2250NEXT 
2260PRINTTAB(2,22)CHR*134 a Do you wish t 

o hvi tht roll (Y/N) a | 

2270REPEAT 

2280aniMNSTRrYyNn a ,8EU) 

2290UNT1LM1 

2300IF im<3 PROCuvi 

2310PRIHTTAB(2,22)CHR$134"PrMS the SPA 
CE BAR to replay. •|TAB<33,22) ; 

2320REPEATUNTIL6ET=32 

233OENDPR0C 

2340 

2350DEFPROCMVI 

2360c=0PEN0UTt a R0U") 

2370PRIMTIc,7 

23B0FDR S«0 TO 7 

239QPRINTlc,K(S>,*lniM*S«15> 

24Q0NEXT 



BOMUS 



2410CL09EIC 
2420ENDPR0C 
2430 

2440DEFPR0Cload 
2450c-0PENUP<"R0U B ) 
2460IF c-0 PRlHTTAB(4,22) l Hall of fate 
fill not prtiint.'iCLOSEIOtENDPROC 
2470F0R K«0 TO 7 
2480ic<K)*0if(na»+Ktl5)- a> 
2490NEXT 
25001HPUTIc,K 
2510F0R I«0 TO 7 
2520INPUTic 1 icU),*(nait>H15) 
2530HEXT 
2540CL05EIC 
2550ENDPR0C 
2560 

2570DEFPR0Caiaend 
25801F icon<uc(7) ENDPR0C 
2590F0R W TO STEP-1 
26001F scora)ic(I) ic(IM)«ic(I)t>(naai 
♦(I*ljtl51»«(naittl»i5)(fi««l 
2610NEITI 
2620ic(fii)-ftcora 

2630PRIHTTAB(10,2)CHR$l34 a «LL DONE !* 
2640PRIHTTABI3,5) a Y0UR SCORE IS LAR8E E 
NQU6H a 



2650PRINTTAB(0,7» a TQ QUALIFY FOR THE R0 
LL OF HONOUR!' 

2660PRINTTAB(4,10)CHR$131 > PLEA9E ENTER 
YOUR NAHE' 

2670VDU3l,5,12,132,157,I35,3l,26,12 1 156 
,31,9,12i#FX15,l 

2680!a900«r»aM+fiitl5 

269071902M4 

270071903-32 

2710?»904-127 

2720X1=0) YI=*9iAI«0 

2730?V904M27iXX«0)YW.9iAI«0 

2740CALLIFFF1 

2750ENDPR0C 

2760 

2770DEFPR0Ctiait(D) 

2780F0R S»l TO DiMEXT 

2790ENDPR0C 

2800 

2810DEFPR0Cicrttft 

2820A«RHD U i 1 *4« REPEAT B«RN0(lt)*4iUNTI 
L BOA: VDU17, 1 , 31 ,A, 2,238, 31, B, 2, 238 

2830A=RMD ( 1 1) +4 : REPEAT B*RM)Ul)+4iUNTI 
L BOAiVDU3l,A,10,23B,31,B,10,238 

2B40A*RNDUl)+4iREPEAT B*RKD( 11 > +4: UNT1 

L BOA:VDU3l ,fl,lB,23B,31,B, 18, 23B 

2B50F0R itire-2 TO 25 

2860VDU17,2,31,0,t<ire,224,31,l9,i»iri,22 

4 

2870NEXT 

28B0CDL0URliPRINTTAB(l 1 5)STRIN8l(18,CHR 

♦223) 

2B90PRINTTAB(l,13)STRlN6t(18 1 CHRt225)|T 

AB(1,2I)STRIW»U8,CHR*225> 
2900IF level=l OR level =4 70017,3,31,9, 
5,231,232,31,9,13,233,234,31,9,21,235,23 

6 

2910IF level -2 OR level=5 70017,3,31,9, 
5,239,240,31,9,13,241,242,31,9,21,243,24 
4 

2920IF level -3 OR level =6 VDU17,3,31,9, 

5,247,248,31,9,13,249,250,31,9,21,231,23 

2 

2930COLQUR3:PRINTTAB(3,l)'Htlpful Harry 
i» 

2940PRINTTAB(0,27) a SC0RE a iicori|TABUl, 
27) a B0KUS a jbonusjTABi0,29) a LEVEL a |ltvtlj 
TAB(U,29)STRIN6*<hippo,CHR$226+" "1 

2950ENDPR0C 

2960 
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2970DEFPR0Cdefine 
2980VDU23 l 224 f tl9,tl8,tia,fcie,!il8 t U6 l t 

18,118 
2990VDU23 1 223,»FF l UB,«4 f U4 1 H2 1 *42,li 

81, IFF 

3000VDU23,226,H0,t76,KD,*FF,lFE,ICC,i 
78, WC 

3010VDU23,227,l4 1 i6E,H7,fcFF,i7F,fc33 1 U 
E,fc3C 

3020VDU23 1 22B,l.Q,ll8 ) l2C,42C ) l34,i34,U 
8,10 

3030VDU23, 229,10, 118, 134, 134, &2C,i2C,fcl 
8,10 

3040VDU23,230,I.FF,*42,fc24,l l lB,iiB,W4 1 | 1 
42, IFF 

3050VDU23, 231, 1.60, lB0,tFD,l<7F,i7F,IBF,l< 
7E.43C 

3060VDU23,23i,IF0,l<lF,il,40,*FF,'rBB,lD5 

,ke 

307QVDU23, 232,10, i0,fcF0,UE, IFF, IBB, i55 
,IEF 

30B0VDU23,233,lFF,K0,l.80,lB0 l l80 l (.80 1 l 
80,190 

3Q90VDU23,234 ( tFF,l3F,ll5,UD,UF,tl7,l 
1F,MF 

3100VDU23 1 235 ! lBO,l80,i80,iBO,*BO,I.CO,li 
FF,M0 

3110VE)U23,236,U7,UF,UD,U5,liF l l3F,l 
FF,*6 

3120VDU23,237,l60,lB0,lFD,li7F,' ( 7F,tBF,li 
7E.13C 

3130VDU23,238,10,W,*20,HF, 127,12, fc0,l 


3140VDU23,239,i7F,l80,iFF,lEE,iD5,lBB,!. 
FF.WF 

3130VDU23,240,bFE,&l l t>FF,lEF l »5,l.BB,iF 
F,IFF 

3160VDU23, 24 1 , 1C7 , LC4 , IFF , fcD7 , ID7 , IFF , b 
FF,*84 

3170VDU23,242 1 (FB 1 li3B 1 lFB,tFB,liFB,liFB 1 li 
FF,tti 

3180VDU23 l 243 1 l84,tB4,»4 ( l84 1 t>84,(B4,l 
7F.130 

3190VDU23, 244, 121, 121, 121, 121, 1,21^21,; 
FE,*C 

320OVDU23, 247, lFF,tFF, IFF, IFF, 481 ,181,1 
81, IFF 

3210VDU23,24B,iFF,lFF,lFF,iE7,tC3,;C3,t 
E7.WF 

3220VDU23,249,iD5,LFF ) lFF,lFB,frEO,lCO,& 
CO, (CO 

323QVDU23,230,iFF,fcFF,lFF,UF,&7,l3,t3, 
« 

3240VDU23 1 23i,iCQ,lC0,iC0,lE0,lF8,J.FF l V 
FF.ttO 

3250VDU23,252,fc3,*3,U,W,UF,IFF,*FF,"i 
6 

3260VDU23,253,(46,U9,I.88,&88 I I8B,I I 89 1 I 

49,146 

3270ENVELOPE1,3,0, 0,0, 0,0,0,126,-1, 0,-5 
,126,0 
3280ENVEL0PE2,4,-12,-16,-20, 1,1, 1,63,-2 




,-2,-10,126,0 

3290ENDPR0C 

3300 

3310DEFPR0CMiugi 

3320U*-CHR$Il+CHR$U+CHRtll 

3330L$«CHRI10+CHR»8+CHRl8 

3340At=CHRt32+CHRJ32+lJ*CHRS23l+CHR$232 
+Lt+CHR$233+CHR«234+L*+CHR*235+CHR*23t 

3350B*-CHR*32+CHRt32*L*+CHR$239+CHR$240 
+L*+CHRJ241*CHM242*LI+CHR$243*CHR$244 

3360C*»CHR*32+CHR*32H**CHR*247*CHR$248 
+L»*CHR*249*CHR*230*L«KHR*231*CHR$232 

3370Df=CHR*32*CHRt32*A*+U$+STRIN6H5,CH 
RI32Htt*Ut+STRIN6*<5,CHR*32)+CI+U*+CHRt 
32*CHRI32 

3380FOR d-3 TO 22:S0UMD3, 1 ,200-d , 1 

3390COLOUR3:PRINTTAB(0,d);D>iPROCNiit(l 
50) 

3400NEXTd 

3410CDL0URl:PRIHTTAB(4,6) , KLL DONE !* 

3420PRINTTAB<I,10)'YQU HAVE COHPLETED" 

3430PRINTTAB(1,12)*THE 8AHE AND EARNED" 

3440PRINTTAB< 1,14) "YOURSELF A BONUS !' 

3450PRINTTAB(1,16)*5000 POINTS !■ 
tscore-score+5000 

346QPROC«ait(10000) 

3470ENDPR0C 

34B0 

3490DEFPR0Cintro 

3500VDU17,2 l 31,iZ,yX,226 

3510REST0RE3570 

3520F0R H-l TO 20 

3530READ p,d:S0UND3,l,p,d 

3540NEIT N 

3550PROCwitl5000) 

3560ENDPROC 

3570DATA 69,16,69,4,73,4,73,12,69,2,73, 
8,69,2,61,8,53,2,49,16,81,12,73,12,69,2, 
53,2,73,2,81,6,73,6,69,12,61,12,33,12 

3380 

3590DEFPROCdisplay 

3600C0L0UR2:PRINTTAB(0,3)" .. CHARACTE 
RS .. ' 

3M0VDU17, 3,31, 0,6,231, 232, 10,8,8,233,2 
34,10,8,8,235,236 

3620VDU31,0,12,247, 248,10,8,8,249,230,1 
0,8,8,251,252 

3630VDU31.0, 18, 239,240,10,8,8, 241,242,1 
0,8,8,243,244 

3640VDU31, 0,3,253, 31, 19,3,253 

3650CQL0URliPRINTTAB<4,7)'T.V. SET'jTAB 
(4,13)'NASHINS MACHINE" ) TAB(4, 19) "HI-FI * 

3660VDU17,2,31, 0,22,226,31,0,24,228,31, 
0,26,223, 31,0, 28, 230: CDL0UR1 : PRIHTTflB < 4 , 
22)"HARRY'jTAB(4,24) , PEUET'jTABI4,26) , F 
LOOR B0ARD'iTAB(4,28) "ELEVATOR" 

3670C0L0UR2:PR1NTTAB(0,30) 'PRESS SPACE 
TO PLAY" | 

3680REPEAT UNTIL 6ET»32 



3690ENDPROC 

3700 

3710DEFFNscrnlx,y> 

3720VDU31,x,y:CALL code 

3730=7170 

3740 

3750DEFFNuk(N) 

3760IF N-0 PRINnAB(6,l4)CHR$130'Do you 

want instructions ? *j ELSE PRINTTAB(6, 
14>CHR*134'Load a roll of honour ? *; 

3770REPEAT 6«INSTR('YyNn\6ET$) 

37B0UNTIL 6 

3790IF 6<3 -TRUE ELSE -FALSE 

3800 

3810DEFPRKinst 

3B20PRINrCHRfl31'Harry the Helpful Hip 
po! BvH.Prn." 

3830PRINT*Having conquered the Indians 
in 'Hippo" 

3B40PRINT"Quest , 1 Harry the Hippo hai j 
oined the' 

3B30PRINT'asseibly line of an electrica 
1 coipany' 

3860PRINT*Mhich eanufactures various ap 

plilBCM." 

3870PRQCcentre(CHR*134+'The Screen") 

3880PRINT "There are three floors, each 

Kith part" 

3890PRINT'of an electrical appliance b 
uried in* 

3900PRINT"it. Above each floor there 

are tuo" 

3910PRINT'tceyB which are very important 
On the" 

3920PRINT'sides of the screen there tr 
e 2 ropes" 

3930PRINT'*hich act as pulleys for 2 e 
levators." 

394OPR0Ccentre(CHR»13O*CHR*136*'Presi t 
he SPACEBAR to contine 1 ) 

3950REPEAT UNTIL 6ET=32iCLS 

3960PRINT 

397QPRQCcentre(CHRil34+'The Object Of T 
he 6aeV) 

39B0PRINT"Your job is to walk along th 
e floors" 

3990PRINT"ttarting at the bottoi nor 
king your" 

4000PRINT"May up to the top, juiping 

into the' 

4010PRINT'keys. If you juap into tin 

keys per" 

4020PRINT"floor the part of the app 
liance in" 

4030PRINT"that floor Hill fall to the 
bottoi of* 

4040PRINT'the screen.* 

4050FROCcentre(CHR*134+ , The Elevator') 
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A060FRIHTIn order to eike things a b 
it easier" 

4070PRINT"you can control the lovennt 
of the' 

40BQPRINT"elevators. You can only walk 

onto an 1 

4090PRINT'elevator, and it can be qui 
t* tricky" 

4100PRINT"getting off one at the corr 
Kt tiN. a 

4110PRINT'tlhen on an elevator it Mill o 
nly go up 1 

4120PRINT'you cannot control its eove 
■ent Mhen" 

4130PRINT"on it. I Mould advise practic 
e on the' 

4140PRINT a using the elevators -hi 1st on 

level 1."' 

4I50PRQCcentre(CHR$130*CHRil36*"Press t 
he SPACEBAR to continue") 

4160REPEAT UNTIL 6ET<S2iCLS 

4170PR1NT 

4180PR0Ccentre(CHR*134+'Losing a life") 

4190PRINT"You have three lives, each 

tiee you 1 

"4200PRINT"lose a life you Hill go bac 

k to the" 

4210PRINT"beginning of the level you ar 
e on !" 

4220PRINT"Beloii is a list of the Mays 
you can* 

4230PRINT'lose a life. The list lay 
seea long 1 

424QPRINT'but the gate is perfectly 

possible" 

4230PRINT"after a bit of practice !"* 

4260PRINT"A. Falling through a hole in 
the floor." 

4270PRINT"B. Losing your bonus (see sc 
oring")." 

42B0PRIHT'C. Walking into the lift rope 

■ 

• 

4290PRIMT"D. Falling through a lift, ca 

used by not miking onto the lift 
properly." 

4300PRINT"E. Attesting to collect a ke 

y of a higher floor without havin 

g collected the tno froe the one beloH 

■ 

4310PRINT"F. Hitting a pellet (see 'The 
levels')." 

4320PR0Ccentre(CHR*130+CHR*136+"Press t 
he SPACEBAR to continue") 
4330REPEAT UNTIL BET-32:CLS 

4340PRINT 




4350PR0Ccentre(CHR$134+ , Scoring") 

4360PRINT"Every tiee you juep into a ke 
y you get" 

4370PRINTM00 points. Every tiae you co 
•plete a" 

43B0PRINTMevel you take the regaining 
bonus and' 

4390PRINT"add it to your current score 
. If you" 

4400PRINT"coeplete level 3 or level 6 
you gain" 

4410PRINT"an extra bonus!"' 

4420PR0Ccentre(CHRtl34*"Coapleting a le 
vel") 

4430PRlNT'Nhen you have collected sin k 
eys on a' 

4440PRINT'level you eust step on an ele 
vator and' 

4430PRlNT"Mait until you are told that 
you have" 

4460PRINT"coapleted a level. In all t 
here are" 

4470PRINT"six levels. The next section 
describes' 
44B0PRINT"the levels." 

4490PR0Ccentre(CHR$l30>CHR»136*'Prest t 
he SPACEBAR to continue') 
4500REPEAT UNTIL 6ET*32:CLS 

43iOPRINTiPROCcentre(CHR$134+"The Level 
s") 

4520PRINT'0n eost levels there are pell 
ets being' 

4S30PRINT'hurled at you just above grou 
nd level!" 

4540PRINT"If you hit a pellet you Mill 
lose a" 

4550PRINT"life. Here is a general descr 
iption of" 

4560PRINT'the level*;" 

4570PRINT"0n LEVEL 1, it is a siaple 

case of 

4580PRINT"jueping into the keys. Ther 
e are no' 

4590PRINT'pellets." 

4600PRINT'On LEVEL 2, you do the saie 
but there" 

4610PRINT"are sIom toving pellets." 

4620PRINT"Qn LEVEL 3, the pellets ar 
e loving' 

4630PRINT"euch faster." 

4640PRINT"On LEVELS 4-6 you do the sae 
e but the" 

4630PRINT , pellets are gradually speedi 
ng up as' 

4660PRINT"you progress !" 

4670PROCcentre(CHR$l30*CHR*136fPress t 
he SPACEBAR to continue") 

4680REPEATUNTIL 6ET*32:CLS 

4690PRINT:PR0Ccentre(CHRsl34+"The Keys 
to Use' J 

4700PRIhTiPR0Ccentre(CHR$13U'ToMve 
usei") 

471OPRINTiPR0Ccentre("Z .... Left X 



a a 



Right") 

4720PRINT:PR0Ccentre('To Juep .... Retu 
rn") 

4730PRINT:PR0Ccentre(CHR*131+"To contro 
1 elevator use*") 

4740PRINTiPR0Ccentre('t .... Up ? 

.... Do«n B ) 

4750PRINT'iPR0CcentrelCHRil34*"Dther Co 
ntrols'l 

4760PRINTiPR0Ccentre("C0PY .. Freeze 
DELETE .. Continue") 

4770PRINT:PRDCcentre("D .. Sound Off 
S .. Sound On") 

4780PRINTiPR0Ccentre("TAB .. Abort Baae 
■I 

4790PRINT:PR0Ccentre(CHR*130+CHR$136+"P 
ress the SPACEBAR to play") 

4B00REPEAT UNTIL 6ET-32 

4B10ENDPR0C 

4820 

4830DEFPROCcentre(M) 

4840PRINTTAB(19-(LEN H*)/2)HI 

485OENDPR0C 

4860 

4870DEFPR0Ceiblei 

48B0PRINTTAB(il 1 i)CHR*147'5jhihihijj" 

4890PRINTTAB(ll,2)CHR*147"7kjkjiji 3" 

4900PRINTTAB(13,4)CHR*i47"k!33M" 

4910PRINTTAB(13 ! 3)CHR*U7"» '!-" 

4920PRINTTAB(9 f 7)CHR*147"5jj'j j'4j'j 5 
5" 

4930PRINTTAB(9,B)CHR$147"7kjsjpj' J'tpX 
u0" 

4940PRIHTTAB(ll,10)CHR*i47'5j"7j'47ih 4 
4" 

4930PRINTTAB(H 1 il)CHRil47'7k_uj' 7!»pl 

4960ENDPR0C 
4970 

49B0DEFPR0Cassetblt 

4990D1H code 10,sc(8),naee I50,col(6),t 
itlet(6) 
5000PZ*code 
3010X0PT 2 

5020LDAIt35tJSR *FFF4iSTX 170 
5030RTS 
5040U 

5050RESTORE3170 
5060F0R fill'O TO 7 
5070READ naiet 

50B0l(naie+fillti5)=na«t 
5090sc(fUl)«i5000-2000*fiil 
S100NEXT fill 
3110RE9T0RE5180 
5120F0R colsM TO 6 
5130READ co 
5140col(cols)=co 
3130NEIT cols 
5160ENDPR0C 

5170DATA i niH i »H i t ,Hajrry the.helpin 
g Hippo!, by HilliaifPriM for, Computer 6a 
ter,Septeaber 19B5 T ***s*tt******* 

5180DATA 2,7,3,2,7,3 
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io ren sjtittiimtitmmtmit 

20 REH It U.F.O. PRE-LQADER II 
30 REH II BARRY COLYER II 
40 REN It AU6.19B5 II 

SO REN lllllllllltMIIMIIflflltt 

60 P0KE631 , 131 :P0KE198, 1 

70 POKE16384,0:POKE44 f 64:NEH 

READY. 



10 REN 


uiiiituumiimii 


20 m 


1 U.F.O 1 


30 REN 


1 HEX-LOADER 1 


40 REh 


t BY 1 


SO REH 


1 BWffly COLTER I 


60 REN 


t AU5.19B5 1 


63 m 


IlllllttlllltlllfUll 



Older readers (like me) will 
remember the classic Gary 
Anderson TV programme of 
the same name as this pro- 
gram. And this game is 
loosely based around it. 

You are in command of a 
space ship on the outer 
reaches of the solar system 
— the sole guardian against 
the incursions of the aliens. 

Good graphics and 
music from Ride of the 
Valkaries by Wagner, make 
this a game well worth typ- 
ing in. 



70 IFPEEK(12Bb4M69THEM60 

BO F0MI-11840T01435OSTEP10 

90 SUN'O 

100 F0JW=0TO9tRE»MI:HB«fiSC(LEFTI[M,!ll-4e:U»flSC 

(RISIIA1,2,1))-4B 

110 IFHBM6THEJM-H8-7 

120 IFLB>UTHENLI-LI-7 

130 V« 1 6IH1*LB : SW»«SUri»V: «KEH*«, V f NEITM 

140 READCKKtlFCWOSUHTHFJPfilNT'DATA ERROR !N LINE 

■;2G0*INTU«-Iia40)/iO);END 

1M HEITR 

160 STS 12864 

170 END 

200 DATA 00,00,00,60,00,00,30,00,00,18, 360 

201 DATA 00,00,00,00,00,06,00,00,03,00, 21 

202 DATA 00,01,80,00,00,00,00,00,60,00, 417 



a 

i 

6 


203 DATA 00,30,00,00,18,00,00,00,00,00, 84 

204 DATA 06,00,00,03,00,00,01,80,00,00, 138 

205 DATA 00,00,00,60,00,00,30,00,00,18, 360 

206 DATA 00,00,00,00,00,00,00,60,00,00, 300 

207 DATA 18,00,00,00,00,00,03,00,00,01, 40 

208 DATA 80,00,00,60,00,00,30,00,00,00, 284 

209 DATA 00,00,06,00,00,01,80,00,00,00, 327 
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10 DATA 

11 DATA 

12 DATA 

13 DATA 

14 DATA 
13 DATA 

16 DATA 

17 DATA 

18 DATA 

19 DATA 

20 DATA 

21 DATA 

22 DATA 

23 DATA 

24 DATA 
23 DATA 

26 DATA 

27 DATA 

28 DATA 
229 DATA 

30 DATA 

31 DATA 

32 DATA 

33 DATA 
234 DATA 



00,00,30, 
00,03,00, 
00,00,00, 
00,04, IF, 
3F,39,FC, 
C3.FC.FF, 
FF.FF.B0, 
3F,C7,FC, 
OF.EO.00, 
00,00,00, 
F0.1B.F7, 
77,FF,FE, 
FF.FF.DF, 
FB.7F.FD, 
17.F6.FB, 
Ff, 00,00, 
00,03,03, 
03,03,00, 
03,00,03, 
00,03,03, 
83,00,03, 
30,00,00, 
FF.FF.FF, 
00,03, E0, 
00, EC, 30, 



00,00,18,00, 
00,00,00,00, 
00,00,00,00, 
E0,OE,OF,F0, 
7F,9F,FC,7F, 
81,FE,FF,00, 
FF,7F,B1,FE, 
IF.CF.FB.OF, 
FF,00,00,00, 
FF,00,07,B9, 
Fe.SF.FF^C, 
FF,fD,9D,FI, 
FB,6D,FF,FF, 
F6,7F,FF,lE f 
0F,FF,FO,07, 
00,00,00, FF, 
00,03,03,00, 
03,03,00,03, 
03,00,03,03, 
00,03,03,00, 
03,00,7E,03, 
lS.OC.lB.OF, 
FF,FF,FF,E0, 
3F,FF,E0,3F, 
00,EO,30,00, 



00,06,00, 78 

00,00,00, 3 

OO.OO.FF, 235 

1E,0F,F8, 82: 

CF.FB.FF, 1747 

7F,FF,O0, 1722 

7F.C3.FE, 1979 

CF.F0.07, 1469 

00,00,00, 702 

E0,0F,FE, 940 

7F,FE,EE, 1855 

BI,6F,BF, 2033 

BF,DF,FB, 2268 

3F.FF.FC, 1859 

FF.E0.0O, 1513 

00.FF.C3, 960 

03,03,00, 1170 

03,00,03, 1363 

00,03,03, 1365 

03,01, Bl, 1297 

60,00,06, 944 

FF.FO.00, 618 

00.03.EO, 1981 

FF.E0.30, 1339 

E0,3F,FO, 1071 




235 DATA 

236 DATA 

237 DATA 

238 DATA 

239 DATA 

240 DATA 

241 DATA 

242 DATA 

243 DATA 

244 DATA 

245 DATA 

246 DATA 

247 DATA 
24B DATA 

249 DATA 

250 DATA 

251 DATA 

252 DATA 
233 DATA 

254 DATA 

255 DATA 

256 DATA 



E0.3F, 
3F.F0, 
OO.EO, 
FF,F0, 
3E.0O, 
00,OF, 
OF.F0, 
FO.C3, 
00, OF, 
70, IF, 
F6,10, 
A2.00, 
42,21, 
01,81, 
38,8:, 
00,23, 
FB,00, 
CO.Ofl, 
7D.7D, 
06,08, 
00,00, 
00,00, 



F0.E0, 
E0,3F, 
30,00, 
00,00, 
70,70, 
F0,00, 
C3,0F, 
0F.FO, 
F8.00, 
FF.FB, 
00,OB, 
45,91, 
B2.24, 
18,81, 
11,91, 
58,00, 
00,30, 
AA,A0, 
7D.70, 
02, AA, 
00,30, 
00,00, 



00,30,EO, 
FO,E0,3O, 
E0, 30,00, 
OF,FF,F0, 
00,3E,FI, 
0F,F0,7E, 
F0,C3,0F, 
FF.0F.F0, 
IF, 70,00, 
OF.FF.FO, 
08,00,10, 
00,89,88, 
41,81,18, 
83,24,41, 
00,S9,A2, 
10,10,00, 
0O,00,FF, 
2A,AA,AB, 
7D.7D.AA, 
80,03,00, 
00,00,00, 
00,00,00, 



1295 
1374 

1039 

1539 

B91 

[146 

1365 

1581 



00,30, E0, 
OO,£0,3O, 
FF.F0.00, 
1F.FF.F8, 
O0,lF,F0, 
0F,FO,FF, 

F0,C3,0F, 
7E.OF.F0, 
3E,3E,00, 342 
00.1F.FF, 1454 

04,00,23, 327 
81,11,84, 927 
81,80,81, 

94.42,21, 
00,43,04, 
08,1F,FF, 349 
00.03.FF, 821 

fin | Rrt I nn | 

AA,AA,2A, 
00,03,00, 
00,00,00, 232 
00,00,00, 



869 
743 
991 



1422 

1302 

B36 



237 OUT* 
25B DATA 

239 DATA 

240 DATA 

261 DATA 

262 DATA 

263 DATA 

264 DATA 
263 DATA 

266 DATA 

267 DATA 

268 DATA 

269 DATA 

270 DATA 
27 [ DATA 

272 DATA 

273 DATA 

274 DATA 
273 DATA 

276 DATA 

277 DATA 
27B DATA 
279 DATA 
2B0 DATA 



00, 
FF f 

M, 
AA, 

03, 

00, 

00, 

00, 

AA, 

07, 

02, 

CC, 

00, 

00, 

00, 

33, 

Hi 
OC, 
90, 
00, 
00, 
06, 
00, 
7C, 



00,00, 
00,03, 
AA.AA, 
AA,". 
00,00, 
00,00, 
00,00, 
30,00, 
A0.2A, 
D7.D7, 
AA,80, 
00,00, 
00,00, 
00,00, 
00,00, 
E0,06, 

ic.ei. 

03,80, 
80,00, 
00,00, 
00,00, 
67.A0, 

Fe,iE, 

1F,00, 



00,00,00 
FF,C0,OA 

AA,F5,F3 
2A,AA,A8 
C3.00.O3 
00,00,00 
00,00,00 
00.FF.00 
AA.BB.AA 
D6,AA,AA 
00.OC.00 
00,00,00 
00,00,00 
00,00,00 
O0.7E.0O 

-•'.-■:,■.! 

i8,iF,ei 

0F,E7,30 
7E, 00,00 
00,00,00 
OO.OO.DF 
OE.7C.70 
00,78,1* 
FC, 10,00 



,00,30,00 
.Aft, 60,2 A 
,F3,F5,FS 
,02,AA,B0 
.O0.C0.00 
,00,00,00 
,00,00,00 
,03,FF,C0 
,AA,AA,D7 
,AA,2A,AA 
,00,30,00 
,00,00,00 
,00,00,00 
,00,00,00 
,01,FF,80 
.FF.70.0F 
,F8,IF,C3 
,O7,D8,E0 
,00,00,00 
,00,00,00 
,00,03, 6F 
,03,81,FO 
,00,44,3c 
,3fl,0F,CJ 



,00, 60 
,AA, 1257 
,F3, 2MB 
,00, 1190 
,00, 585 
,00, 
,00, 
,0A, 775 
,17, 1630 
,AB, 1749 
00, 360 
,00, 204 
,00, 

,00, 
,06, 516 
,7E, 1718 
,F0, 1453 
,01, 1123 
,00, 443 
,00, 
,C0, 529 
,IF, 922 
00, 534 
,F0, 929 




281 DATA 0F,9B,FO,O7,3D l EO l D3,BE,C0,OO, 1119 

282 DATA DF, 00,00,00, 00,00,00,00,00,00, 223 

283 DATA 00,00,00,00,00,00,96,00,03,78, 276 

284 DATA BO,OE,CC,EO,QB,DB, 90,14,01, OB, 1180 
2B5 DATA 2C,00,E8,30,00,7C,30,00,30,52 1 626 

286 DATA M.tE^C.W.AMB.W.K.M.OO, 569 

287 DATA « l lC l 00,M,IB l 01,FB,0C l 7J I a», 740 

288 DATA 07 1 3D,EO,01,81,BO,00,EF I 80 ) 00, 917 
789 DATA 10,00,00,00,00,00,03,20,00,08, 88 

290 DATA 11,00,10,03,30,18,48,30,60,00, 720 

291 DATA 16,30,03,18,46,00,36,00,00,06, 579 

292 DATA 30,00,00,00,18,60,10,30,62,20, 578 

293 DATA 00,!E, 38,60,38,30,00,00,43,00, 397 

294 DATA 18,00,01, DC,1B,C0,F8,3A,01, 86, 917 
293 DATA 67,36,EC,60,1B,1E,03,03,BO,00, 689 

296 DATA 03,08,00,62,60,00,18,03,00,40, 316 

297 DATA 20,20,20,81,60,30,00,03,60,00, 740 
2*8 DATA 38,58,00,21,42,00,00,88,00,02, 393 

299 DATA 20,00,08,20,00,02,24,00,08,00, 130 

300 DATA 00,02,10,00,01, 20,00,30, M,85, 233 

301 DATA 88,19,14,20,11,40,08,06,00,00, 692 

302 DATA 00,50, 00,00,A9,00,AO,2A i eS,FB, B47 

303 DATA l4,FC,A9,FF,AO t 20,B5,FD,84,FE, 1713 

304 DATA 20,O9,3E,A9,0O,A0,2A,85,FD,B4, ?92 

305 DATA FE,A2,00,A0,O0,A9,04,8D,6A,03, 999 

306 DATA 8D,D7,3F,99,FI l O0 l Ee,0B,0O,O2 

307 DATA 30,F4,8A,48,20,84,3D,68,AA,AO 

308 DATA O0,«,FB,l8,49,40,W,FD,S0,0B, 1184 

309 DATA CA,CA,AUA,03,18,69,0F, 18,90, 99B 

310 DATA D4,E6,FE,A3.FE,C9,2£,30,OA,20, 1644 

311 DATA BF,39,A9,8E,2O,D2,FF,AD,0E,DC, 1463 

312 DATA 29,FE,BD,0E,DC,A5 I 01,W,FB,B5 I 1261 

313 DATA 01,A9,00,AO,2e,A2,DO,e5,FI,85, 1237 

314 DATA FD,B4 I FC,B6,FE,A0,00,B1,FD,91, 1760 
313 DATA F8,C8,D0,F9,E6,FC I E6,FE 1 A5,FC, 2291 

316 DATA C9,2A,D0,EF,A5,01, 09,04,83,01, 1003 

317 DATA AD,0E,DC l 09,01,BD l OE,DC,AD,18, 989 

318 DATA D0,29,F0,16,69,OA,BD,18,DO,A9, 

319 DATA 00 I 8D,75,29,A9,1B,8D,E6 I 02,6D, 

320 DATA 74,29,A2,04,8E,E5,02,A9,93,20, 

321 DATA D2,FF 1 A9 1 00,BO,Ft,02,33,20,DO, 

322 DATA 8D,21,DO,20,AD I 39,20,12,3B,A9, 

323 DATA 00,8D,IO,DO,A9,30,BD,FB,02,BD, 

324 DATA FC,02,8D,FD,O2,A9,0F,8D,lB,D4, 



1497 
1161 



1170 

1006 

1018 

1404 

922 

1117 

1211 



325 DATA A9,OD,8D,03 I D4,BD,00,D4,BD,13, 1065 

326 DATA 04^9,04,80,01,04,60,08,04,80, 1241 

327 DATA OF,D4,A9,00,8D,00,D4,A9,Ofl,BD l 1067 

328 DATA 07 ) D4,A9,10,9D,OE,D4,A9 I 02,BD, 1083 

329 DATA O4,D4,8D,0B,D4,BD,!2,D4,A9,2l, 1133 

330 DATA BD,04,S4,80,OB,D4,BD,12,D4,20, 1124 

331 DATA D7,3C, 20,01, 39, A9,00,8D,4A,03, 960 

332 DATA BD,4B,03,BD,21,D0,A9,02,BD,20, 945 

333 DATA DO,A9,08,80,49,03,8D,62,03,A9, 1013 

334 DATA FF i e0,lS,D0,A9,07,BD,2O,C8,8D, 1331 
333 DATA 21,08,80,22,08,80,23, D8.A9.01, 1202 

336 DATA 80,10,00,60,17,00,80,23,08,80, 1285 

337 DATA 26,08,80,27,08,60,05,08,80,06, 1139 

338 DATA 08,80,07,08^9,05,90,23,04^9, 1103 

339 DATA 00,90,22,04^9,09,90,21,04^9, 717 

340 DATA 14,60,20,04^9,07,80,00,08,90, 971 

341 DATA 0:, 08,80,02, DE,ED,03,DS,A<\09, 1113 

342 DATA 80,00,04^9,09,60,01,04^9,14, 638 

343 DATA BO,02,04 t A9,13,80,03,04 l A9,20, 684 

344 DATA 80,04,04, AD,FB,02,BD,03,04,AD, 899 

345 DATA FC.02, 80, 04,04, AD,FD,02, 30,07, 931 

346 DATA 04,A9,20,A2,0O,9D,0e,04,£8,E0, 992 

347 DATA 18 I 00 ( F8,A2,00,90 I CO,07,E8,EO I 1434 

348 DATA 27,00^8^9,00,60,27,00^9,01, 1235 

349 DATA 80,28,00,80,29,00,80,21,00,80, 1312 

330 DATA 2t,DO l A9,08,8D,lC,DO,A9,99,8D, 1269 

331 DATA 40,03^9,09,80,40,03^9,02,80, 790 

352 DATA 30,03^9,58,80,00,04,80,13,04, 1057 

353 DATA A9,OF,8D,OA,D4 I BD,09,D4,8D,10, 1066 

354 DATA 04,60,11,04^9,59,80,00,04,80, 1347 

335 DATA 14,04^9,00,80^4,02,80^4,02, 1177 

336 DATA A9,Ol,60,F5,02,A2,BI,BE,FE,O7, 1310 

337 DATA EB,B£,FF,O7,A9,OO,6D,0C,DO l B0, 1307 

338 DATA OD,D0,8D,OE,00,BD,0F,D0,A9,OE, 1131 

339 DATA eD,2D,00,A9,09,8D,2E,DO,A9 t C6, 1336 

360 DATA 8D l 18,D0,20,21,3E,A9,0O,8D l 4F, 892 

361 DATA 03^0,10,00,09,30,80,10,00^9, 991 

362 DATA OO,8D,25,00,A9,01,B0,26,D0 t A9, 1112 

363 DATA C0,8D,F8,07,A9,AB,A2,AF,6D,F9, U33 

364 DATA 07 i eC,FA,07,A9,B3,A2,87,BD,FC, 1492 
363 DATA O7,K,F0,O7,A9,O8,BD,48,O3,A9, 971 

366 DATA lC,BD t 0B,D0 r A9,4E,BD,OA,0O,A», 1160 

367 DATA 9F I 8D,00 I DO,A9,OA,8D,02 I 00,A9, 1207 
366 DATA 30,80,04, 0O,A9,F6,SD, 03,00,80, 1321 

369 DATA 09,00,80,05,00,80,08,00^9,70, 1223 

370 DATA 80,01, 00,A9,C1,8D,40,03,AE,30, 1134 

371 DATA 03,EB,E0,00,D0,02,A2,0F I BE,3C, 1048 

372 DATA 03,8E,2A,D0,AD,40,03,BD,fB,07, 1034 

373 DATA 20,97,EO,A3,BE,C9,E7,M,F7,1| I [393 

374 DATA 69,18,80,30,03,80,06,00,20,97, 872 
373 DATA E0,A3,BE,C9,DC,B0 l F7,lB,6f,lE, 1334 

376 DATA BD.3E l O3,8D l 07,D0 l A9,01,9D,43 l 940 

377 DATA 03^5,80,29,01, FO,03,A9,FF,9D, 1161 

378 DATA 43,03 l A9,01,9D l 44,03,2O,97,E0, 839 

379 DATA A5,9D,29,01,FO,05,A9,FF I 9D,44, 1226 

380 DATA 03,A9,00,W I 4£,03,AD,« I K I W, 826 

381 DATA OF,8D,DC,O2,09,OF,D0,O3,4C,6l, 986 

382 DATA 34,M,01,2O,DC,02,D0ilF,2O,3F, 825 

383 DATA 3B,AD,00,D0,C9,FA,F0,O6,EE,OF, 1403 

384 DATA D0,EE,0D,DO,A0,03,AO,3E,03 1 C9, 1269 
383 DATA FA l FO l O6 ( EE,3E,03,88,D0,F3,A9 t 1353 

386 DATA O2,2O,D0,02,D0,lF,20,A8,38,A0, 940 

387 DATA O0,D0,C9,00,F0 I O6,CE,0F,OO,CE l 1303 

388 DATA 0D,DO,A0,O3,AD,3£,03,C9,lE,FO, 1093 

389 DATA O6,CE,3E,03 ( 88,D0,F3,A9,04,20 l 1092 

390 DATA DC,O2,0O,5B ( 2O,11,3C,AO,1O,W, 1027 

391 DATA 29,CO,FO,13,AO,OC,D0 1 C9,FF,00, 1331 

392 DATA 10,A0,1O,0O,29,3F,8D,1O,DO,2O, 927 

393 DATA 49,30,18 1 90,OF,AD,OC,D0,C9,FF 1 1166 

394 DATA DO,08,AD,10,DO,09,CO,8D,10,00, 1179 

395 DATA EE,0C,O0,EE,0E,DO l A0,C3,a0,:o, 1270 

396 DATA D0,29,O8,F0,M,A0,3D,03,C9,39, 1033 

397 DATA 00,11^0,15^0,30,03,09,^,00, 1387 

398 OATAOB,AO,10,M,09,08 1 8D,lO 1 OO,EE, 1023 

399 DATA 30,03,98,00,08^9,08,20,00,02, 1071 

400 DATA 00,39,20,73,30^0,10,00,29,00, 1134 

401 DATA F0,12,AD,0C,OO,C9,O0,D0,ll,AD l 1240 

402 DATA 10,D0,29,3F,BD 1 10,D0,lfl,9O ( 10 l B77 

403 DATA AD,«,DO,0O,OB,AO, 10,00,09,00, 1210 




404 DATA 

403 DATA 

404 DATA 

407 DATA 

408 DATA 

409 DATA 

410 DATA 

411 DATA 

412 DATA 

413 DATA 

414 DATA 

415 DATA 
414 DATA 
417 DATA 
41 B DATA 

419 DATA 

420 DATA 

421 DATA 

422 DATA 

423 DATA 

424 DATA 

423 DATA 

424 DATA 
427 DATA 
429 DATA 

429 DATA 

430 DATA 

431 DATA 

432 DATA 

433 DATA 

434 DATA 

433 DATA 

434 DATA 
437 DATA 
43B DATA 

439 DATA 

440 DATA 

441 DATA 

442 DATA 

443 DATA 

444 DATA 

445 DATA 
444 DATA 
447 DATA 



60,10, 0O l 20,49,30,CE,OC,00 t CE, 1143 
OE,DO,AO,03,AD,10,00,29,08,OO l 1039 
09^0,30,03,09,00,00,11^0,15, 933 
AD, 30,03, 09,00,30,03, AD, 10,00, 1031 

29,F7,B0,lO,D0 l CE l 3D, 03,88,00, 1247 
DB ( AD,00,DC,29, 10,00, 10, AD.4E, 1144 
03,00,10,A9,01,BO,4E,03,20,OB, 442 
3B t 16,90 l 05,A9,00,6D,4E l 03,AD, 793 
4F,03,F0,03,4C,B6,34,2O,EA,3D, 910 
A9 l OO,8D,3C,03,A9 l 01, 90,50,03, 812 
20,97,E0,A5,BE,C9,02,BO,09,A9, 1271 
00, 38.ED, 413 f 03, BD, 43,U t 20, ?7, 757 
EO,A3,BE 1 C9 ( 02,BO,09 ) A9 1 00,38, 1144 
ED,44,03,BO,44,O3,AD,43,03,C9, 964 
01 I DO,23 I AD,10,DO,29,06,FO,09, 941 
A0,3D,03,C9,39,00,U I F0,3B,AD, 1224 
3D,03,C9 I FF,::,0B,AD,10,D0,09, 1142 
08, 80, 10, DO, EE, 30,03, IB, 90, 26, 681 
C9,PF,0O,22,A0,1O,OO,29,OB,DO, 1352 
09^0,30,03,09,00,00,11^0,12, 930 
AD, 30,03,09,00,00, 08, AD.10,00, 1031 
29,F7,BD I 10,D0,CE,3D,03,AD,44, 1144 
03,09,01, DO,O0,AD,3E,O3,C9,FA, 1113 
F0,l4,EE,3E,O3 ) i8,90,OE,C9 l FF, 1201 
DO,OA,AD,3E,03,C9,1E,FO,03,CP, 1136 
3E,O3,AD,30,O3,BB,06,DO,AD,3E, 892 
03,BD,O7,D0,AD,3D 1 03,2O,9A,39, 871 
M,5C l 03 l FO l 01,M l CE,4f.03 l OO, 1095 
09,AD,42,03,8D,49,03,20,47,39, 492 
A0,4C I O3,DO,O9,AD,4D,03,0O,O3, 932 
18,90,03, 4C,4E,33,A9,00,9D, 15, 709 
00,AD,Fi,02,C9,lE l 30,13 l A9,OO l 1094 
BD,F4,02,AD,42 I 03,16,C9,04,FO, 1132 
0B,CE,42,03,18,90,03,A9,09,8D I 810 
f4,O2,At,O0,B0,5E,O3,A0,5E,O3, 925 
49,01, 8D,5E,03,AE,F4,02,A0,OO, 894 
A0,K ( O3,W,4O,OA,BD,83,3F,W, 1291 

4O,O6,EB,C8 I O0,O9,DO,EE,A2,OO I 1311 
AD,5E,O3,49,01,9D,AE,DA,BD,84, 1214 

3F,9D,AE,06,E6,EO,1D,DO,ED,A9 I 1499 

FF,20,9A,39,A0,00,0C I 29,10,D0, 1156 

CO,AD,F6,02,F0,0B,A9,3O,8D,O3, 1227 

04,60,04,04,60,07,04, AD,05,04, 489 

9D,F8,02,AD,04,04,6D,FC,02,AO I 1145 




448 DATA O7,O4,eO,F0,O2,A9,93,2O,O2,FF, 1220 

449 DATA 20,12,3B,20,07,3C ( AO,F4,02,00, 1043 

430 DATA 03,40,70,33,40,43,33,20^,39, 741 

431 0ATA A9,U,9D,03,D4,A9,0F,9D, 19,04, 1105 
452 DATA A0,78,8C, 01, 04, EE, 02,00^9,01, 1231 
433 OATA 20,O3,0O,FO,O3 I EE I O2,DO,CE,O3, 1134 
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454 DATA D0,EE,O4,D0,CE,05,D0,AD,OA,DO, 1449 

455 DATA 00,08,AD,10,DQ,29,DF,BD,10,DO, 124? 
436 DATA A9,0l,2D,0B,D0,F0,03,CE,0A,DO, HOI 
457 DATA CE.OA.OO.CE^.DO.CE.OB.DO.OO, 1477 
4SB DATA 0E f AD,:0,00,2^ t EF,QD,10,0O f CE, 1256 
439 DATA 0I 1 M 1 2D,M I 3D,CE,D1,D4,A9 1 1C, lit? 

460 DATA 8D,04, 04, A9,ll, 80,04,0*, 8B,AD h 1209 

461 IATA 03,00,29,05,09,03,00,18,99,80, 9B8 

462 DATA 61 I 03,A9 I 01 I BD I 5C I 03 I A9 I 07,SD I 623 

463 DATA 5D,O3,20,C0,3b l 2O,E6,3D,AD,61, 967 

464 DATA 03,AB,AD,03,DO,C9,92,CC,9l,A9, 1408 

463 DATA F4,BD,03,D0,8S,05,DO,8D l 09,D0 l 1310 

466 DATA BD f 0B,DO, A9 t 0A l 8D l 02 l D0,A9 l 3C l 1119 

467 DATA BD,O4,D0,AD,lO,D0,O9,3O,8D,lO, 964 

468 DATA DO,A9,1C,8D,OB,DO,A9 1 4E,BD,OA, 1160 

469 DATA D0,A9,AB,8D,f9,07,A9,Af l 8D,FA, 1680 

470 DATA 07,A9,B3,8D,FC,07,A9,B7,8D I FD, 1301 

471 DATA 07,18, AD, 06,DO,C9,BD,BO,01, 60, 1033 

472 DATA C9 t C9,30,01, 60,AO,07,DO,1B,C9, 1160 

473 DATA 71,80,01,60,09^2,30,01,60,20, 926 

474 DATA 31,39,A9,01,8D,4F,03,20,AD,39, 761 

475 DATA «9,OF,BD,18,D4,A9,C8,8D,00 I D4 1 12B3 

476 DATA A9,02,BD,01,D4,A9,OC,8D,05,D4, 1064 

477 DATA A9,Bl,BD,O4,D4,A9,C4,BD,FB,07, 1419 

478 DATA EE,FB,07,A9,3A,20,9A,39 l AD,FB, 1422 

479 DATA 07,C9,CB,DO,FI,A9,B0,80,04,D4, 1511 

480 DATA 60,EE I F6,02,FB,AD,4A,03,19,69, 1209 
461 DATA 01,BD,4A I 03,AD,4B,03 I 69,00,BD, 716 
492 DATA 46,J>3,D8,29,0f,l9,69,30,9D,O5, 673 

483 DATA 04,AD I 4A I 03,A8,4A,4A I 4A,4A I I8, 742 

484 DATA 69,30,6D,O6,04,9B,29 1 0F,lB,69, 641 
495 DATA 30,60,07,04,60^0,40,03,39, 832 
4B6 DATA E9,01,8D,4C,03 I AD,4D,03 I E9,00, 940 

487 DATA 8D,4D,03 I DB;29,0F,1B,69,30,80, 811 

488 DATA 23,04, AD,40,03,AB,4A,4A,4A,4A, 757 

489 OATA 18,69,30,80,26,04,98,29^,18, 592 

490 OATA 69,30,8D,27,04,60,9D,SF,03,A9, 941 

491 DATA FF,gD,iO,03 ( CE,40,03 t DO,FE.CE, 1465 

492 DATA 3F,03,00,F1,60,A9,00 I A2,FF,EB I 1461 

493 DATA 9D,00,D4,EC ( 06,00,FB,A9,OF,BD, 13B0 

494 DATA 18,D4,60,A9,00,A2,FF,EB,9D,00, 1307 

495 OATA D4,E0 l Ifl,DO,F6,A9 l OF,8D,lB,D4, 1477 

496 DATA6O,A9,lF,BD,15,D0,A9,l8,8D,lC, 1078 

497 DATA DC I A9,BD,A2 I BE,A0,BF,BD,FB,07, 1665 

498 DATA 9£,F9,07,BC I FA,07,A9,C1,6D,FB, 1349 

499 DATA 07,BD,FC r 07,A9,AB,6D,06,00,BO, 1243 

500 OATA 08,D0,A9,FF,8D I 07, 00,80,09,00, 1334 
301 OATA A9,1E ( BD,00,DO,A9,IE,8D,03,00, 1099 

502 DATA A9,47,BD,02,D0,A9,B2,8D,01,D0, 1240 

503 DATA A9,7O,8D,04,D0 l A9,E6 l B0 l 0S,DO, 13B7 

504 DATA A9,00,60,23,DO,A9,07,8D,26,00, 1118 
305 DATA A9,07,8D,27,D0,80,28,D0,B0,29 I 1133 
506 DATA 0O,EE,00,DO,EE,02,DO,EE,03,D0, 1531 
307 DATA EE,04 1 DO l K 1 O7,OO,CE ( O9,DO,CE, 1500 
SOB DATA 05,DO,A9,19,20,9A,39,20,FI I 3A, 991 
509 DATA AD,05,DO,09,B2,0O,D0,A2,0O,A9, 1476 
310 DATA0D,9D,43,M,B0,52,3F,9O,43,O6, 1019 
511 DATA 0E,06,DO,EE,06,DO,E8 l A9,19,2O, 1332 

312 DATA 9A,39,20,FB,3A,E0,32,DO,E2 l A2, 1422 

313 DATA 00,A9,06 1 9a,02,DB,BD,Al l 3F,9D, 1123 

314 DATA 02,07,EB,A9 I 19,20, 9A,39,20,FB, 961 

315 DATA 3A,EO,14,D0,EB,A2,O0,A9,02 l 9D l 1232 

516 DATA 75,DB,BD,84,3F,90,75,07,E8 I 0£, 1439 

517 DATA 06,D0,CE l 07,D0,EE,OB,D0,CE,09, 1304 
51B DATA W,A9,19,20,9A,39,20,FB,3A,E0, 1210 

519 DATA 10 l D0,0C,2O,FB,3A,A9,19 l 2O,9A, 1176 

520 DATA 39,CE,O7,D0,CE,09,D0,AD l 00,DC, 1294 
321 DATA 29,10,DO,EB,A9,00,BD,15,DO,AD, 1212 
522 DATA 11,D0,29,EF,80,11,D0,A9,93,20 1 1219 
323 OATA D2,FF,20 t D7,3C,20,12,3B,7B,A9, 1170 
524 OATA 00,8D,14,03,A9,3D,BD,15,03,3B, 647 
325 DATA AD.1I, D0,09,10,B0,ll t DO.W.AD, 1038 

526 0ATAFB,07 1 C9,C3,FO,O7,EE,FB,O7,EE, 1633 

527 DATA FC,07,60,A9,C1,60,FB,07,6D,FC, 1509 

528 DATA 07, 60, A9, 00, AO, D9, 85, FS, B»,K, 1416 

529 DATA A9,97,A0,DB,85,FO,B4 l FE,2O,97, 1654 

530 DATA EO,A5,BE,29,OF,A0,M,91,FB,E6, 1373 

531 DATA FB,M,02,E6,FC,3B,A5 l FD,E5,fB, 1897 

532 OATA A5,FE,E5,FC,BO,E4,60,AE,E5,02, 1B05 
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533 OATA 

534 OATA 
533 OATA 

336 OATA 

337 DATA 
339 DATA 

539 OATA 

540 DATA 

541 DATA 

542 DATA 

543 DATA 
344 DATA 
343 DATA 
346 OATA 
547 DATA 
349 DATA 
349 DATA 



EO,07,FO,16,BD,70, 
A9,00,90,70,29,E9, 
E6,02,9D ( 70,29,60, 
02,8E,77,29 I A2,16, 
93,FE,A9,99,95,FB, 
FD,B0,02 I C6,FE,A0, 
FB,88,10,F9,CA,FO, 
FC,A3,FD,83,F9,38, 
A9 1 98 I A2,07,93,FB, 
91,FD,9B,10,F9,AD, 
29,60,AE I ES,02,FO, 
8D,E6,02,A9,00,9D, 
E5,02,AD,E6,02,9D, 
07,8E,E5,02,A9,00, 
I6,A9,04,B5,FC,65, 
FB,16 I 69,26,6S,FD, 
A0,27,B1,FD,91,FB I 



29,8D,E6, 

9E,E5,02, 

A2.00.BE, 

A9, 07,95, 

3B,E9,29, 

27,B1,FD, 

0B,A5,FE, 

BO,E1,AO 

tt,FC,ll, 

£6,02,90, 

16,30,70, 

70.29.CA, 

70,29,60, 

80,70,29, 

FE,A9,2B, 

90,02,E6, 

B9.10.F9. 



02, 1206 
AD, 1257 
E3, 1171 
FC, 1049 
85, 1334 
91, 1657 
85, 1657 
27, 1710 
FB, 1666 
70, 1457 
29, 1146 
BE, 1196 
A?, 1204 
,A2, 1005 
83, 1309 
FE, 1436 
OA, 1626 




550 DATA 
331 DATA 
352 OATA 

553 DATA 

554 DATA 
533 OATA 
556 DATA 
357 DATA 
538 OATA 

559 DATA 

560 DATA 

561 DATA 

562 DATA 

563 OATA 
364 DATA 

565 DATA 

566 OATA 
367 OATA 

568 DATA 

569 DATA 
370 DATA 
571 DATA 
372 OATA 
573 DATA 

374 DATA 

375 OATA 

576 OATA 

577 DATA 

378 DATA 

379 DATA 
580 OATA 
SB1 DATA 
362 DATA 
383 DATA 

554 DATA 
593 DATA 
586 DATA 
387 OATA 

588 DATA 

589 DATA 

590 DATA 
391 DATA 



F0.0B.A5, 
18,90, El, 
FB,B6,FC, 
AD,E6,02, 
C9.03.F0, 
E6,02,9D, 
02,90,70, 
B3,FE,A9, 
FO.90,02, 
FD,6B,I0, 
91,FB,0A, 
B3,Ffl,90, 
18,90,02, 

29,8D,E6, 
F0,OC,AE, 
90,70,29, 
70.29.A2, 
A9, 26,65, 
02.E6.FE, 
00,27,00, 
91,FB,CA, 
B3,FB,90, 
18,90,00, 
29,8D,E6. 
FB,84,FC, 
A4.BE.A9, 
FD,A9,M, 
06,03, FC, 
03,40,31, 
40,60,12, 
80,07,04, 
5C,3E,BD, 
A9, 11,80, 
BD,5C,3E, 

02,A2,00, 
13,00,29, 
40,80,15, 

80,00,00, 
00,60, AD, 
AD, 00, DO, 
0F.M.A9, 
89.BC.69, 



FE,83,FC, 
A0,27,A9, 
B1.FB.91, 
BO, 77, 29, 
0C,A£,E3, 
70,29,60, 
29,A2,17, 
26,83,FB, 
E6,FE,A0, 
F9.A0.1E, 
F0,12,A5, 
04,E6,FC, 
AE,E5,02, 
02, 60, AD, 
E5.02.1B, 
60.AE.E5, 
17.A9.04, 
FB, 16,69, 
A0.0O.B1, 
F7,A0,13, 
F0.12.A3, 
04,E6,FC, 
AE,E3,02, 
02,60, A9, 
A2,0F,B6, 
2E,91,FB, 
C3,FD,90, 
CO, E 0,60, 
EA, 69,10, 
D4.AE.F4, 
3B,OA,B0, 
08,D4,2A, 
0B,D4,A9, 
B0,F5,O2, 

BE.F4.02, 
40,00, 1A, 
00, AD, 00, 
8D,0F,D0, 
15,00,29, 
3B.E9.32, 
0F.8D.2E, 
03,09,98, 



AS,F0,85,FB, 1637 

28,A2,04,85, 1100 

FC,BB,;0,F9, 1B64 

60,AD,E6,07, 1207 

02,18,6A,BD, 1132 

A9,00,AE,E5, 1210 

A9,04,B5,FC, 1055 

1B,69,01,85, 1243 

26,8l,FB,9l, 1634 

B1,FB,AO,00, 1432 

FB, 18,69,28, 1441 

E6,FE,A5,FB, [914 



A9,C0,9D,70, 1413 
£6,02,09,00, 1308 
2A,8D,E6,02, 1096 
02,A9,00,9D, 1137 
85,FC,83,FE, 12B3 
01,95,F0,90, 1253 
FD,91,FB,CB, 1672 
B1,FB,A0,27, 1492 
FB,16,69,28, 1441 
E6,FE,A3,FB, 1914 
A9,03,9D,70, 1222 
00,A0,04,B3, 976 
FD,20,97,£0, 1606 
A6,F0,CA,8fi, 1672 
EC,E6,FC,A9, 1903 
CE,F5,02,FO, 1678 
BD,0D,D4,A9, 1080 

02,B0,3C,3E, HfB 

0E,D4,Efl,B0, 1214 

BD,0F,D4,EB, 1137 

41, 80,12,04, 1135 

EB.EO.FS.OO, 1641 

4C,3I,EA,AD, 1094 

AO, 13, DO, 09, 979 

00,19,69,32, 1007 

A9,09,9D,2E, 1091 

BF, 80,15, DO, 1309 

80,00,00,80, 1236 

DO, 60, AO, 00, 1059 

19,69,02,AA, 1037 



392 DATA 

593 DATA 

594 DATA 

595 DATA 
39ft DATA 
597 DATA 
399 DATA 

599 DATA 

600 DATA 

601 OATA 

602 DATA 

603 OATA 

604 DATA 

605 DATA 

606 DATA 

607 DATA 
609 DATA 

609 DATA 

610 DATA 

611 OATA 

612 DATA 

613 DATA 

614 OATA 

615 DATA 

616 DATA 

617 OATA 
6IB DATA 

619 DATA 

620 OATA 

621 DATA 

622 DATA 

623 DATA 

624 DATA 

625 DATA 

626 DATA 

627 DATA 
629 DATA 

629 DATA 

630 DATA 

631 OATA 

632 DATA 

633 DATA 

634 DATA 
633 DATA 

636 DATA 

637 DATA 
63B DATA 

639 OATA 

640 OATA 

641 DATA 

642 DATA 

643 DATA 

644 OATA 
643 DATA 

646 DATA 

647 DATA 
64B OATA 

649 DATA 

650 DATA 
631 DATA 

ffEAOT. 



8E,68,03,B1,FB,BD,66,03,A:,00, 1083 
8E,67,03,1B I 6E,66,03,2E,67,03, 639 
EB l E0,08,0O,F4 ( 98,4B,AC, 68,03, 1419 
AD,67,03,91,F0,69,A8,C8,CO,6A, 1459 
03,F0,0D,C£,68,03 I AD,69,03,0D, 1055 
68,03^0,00,00,08,60,60,03,00, 1430 
C9,D3,FO,09,C9,B3,FO,03,C9,A1, 1630 
F0,01,60,CE,F9,O7,0E,FA,07,CE, 1468 
F0,O7,CE,nJ,07,6O,C£,4fl,03,F0, 1342 
01,60,A9,08,8D,49,03,A£,40,03, 731 
EB,E0,C4 l F0 ( 07,BE,4O l 03,BE,Fl l 1301 
07,60 I A2,C1,K I 40,03,BE,FB,07, 1067 
60,A0,O0,A9,0O,91,FB,E6,FB,BO, 1310 
02,E6,FC,36,A5,F0 I E3,FB,A5,FE I 1837 
E5,F0,B0,E9,6O,A2,00,A9,O3,9D, 1477 
OC,D8,BD,C7,3F,9D,OC,04,E8,EO, 1306 
10,30,FO,A2,00,BD,05,04,90,19, 846 
04,EB,EO,03,30,F3,AD,1A,04,18, 983 
69,03, 18,C9,3A,B0,04,6D,14,O4, 742 
60,AD,1A I 04,3B,E9,07,BD,1A,04, 766 
EE,19,04,60,00,00,1F,A7,06,OA, 577 
47,05,0A,A7,06,0A,E9,O7,lF ( A7, 707 
O6,lF,E9,O7,0A,A7,06,OA ( E9,07, 710 
0A,F7,09, 1F,E9,07, 1F,F7,09,OA, B34 
E9,O7,0A,F7,O9,0A,DA,0B,lF,ED, 1013 
05,1F,E9,07,OA,ED,05,OA,E9,07 I 778 
0A,F7,09,tF,OO,00,lF,A7,O6,0A, 511 
47,05,0A,A7,06,0A,E9,07,1F,A7, 707 
06,lF,E9,07,0A,A7,06,0A,E9,O7 I 710 
0A,F7,09,lF,E9,07,lf,F7,09,0A, 834 
E9,07 l 0A,F7,09,OA,DA,0B,lf l ED, 1013 
05,1F,E9,07,OA,EO,05,OA,E9,07, 77B 
OA,F7,09,IF,00 1 00,1F,ED,05,OA, 580 
A7,06,M,47,05,OA,A7,06,0A,E9, 693 
O7,30,ED,05,0A,A7,O6,0A,47,05 l 566 
0A,A7,O6,0A,E9,O7,3O,E0,03,OA, 733 
A7,06,OA,47,O5,OA,A7,06,OA,El, 677 
09,IF,ED,05,1F,E9,07,OA,ED,03, 904 
0A,E9,07,0A,F7,09,lF l 0O,O0,OA, 537 
ED,0S,OA,A7,06,OA,47,O5,0A,A7, 696 
06,OA,E9,07,30,ED,03,OA,A7,06, 729 
OA,47,05,OA I A7,06,OA,E9,07,30, 367 
E0,05,0A,A7,06,OA,47,03,M,A7, 699 
O6,OA,El,O9,iF,ED,O5,iF,E9,07, 793 
0A l ED,05,OA,E9,07,OA,F7,09,3O l B16 
02,19,20,20,20,20,20,20,20,20, 283 
20,20,20,20,20,20,20,20,20,20, 320 
20,20,20,20,20,20,20,20,20,20, 320 
20,20,20,02,01,12,12,19,20,20, 224 
20,20,20,20,03, OF.OC, 19,05, 12, 206 
10,12,03,13,13,20,06,09,12,05, 147 
20,02,15,14, 14,OF,OE,20,14, OF, 191 
20,03,OF,OE,14,09,OE,!5,05,OA, 143 
OF,19,I3,14,09,03,OB,20,09,OE, 157 
20,lO,OF 1 l2,14,2O,i4,17,0f,20, 223 
12,03,10,00,01,19,20,20,07,01, 149 
00,05, 20,0F,16,O5,12,14,0I, 12, 149 
07,05,14, 20,13,03,0F,12,05,20, 136 
20,2O,20,90,2E,40,2E,00,2B,CQ, 907 
2A,28,CO,2A,00,OO,OO,0O,OO,00 l 319 




The Icons 




Move North. 
South 

\ WQSt 




Fifth t 

. 
monsters 

■ 
: only carry 

thr- 



Drop and object 



your strength 



fias 

energy ;jt 

wasting vftluat 



ymo 




10 NODES 

11 VDU23,1,0 ( 0;0;0; 
20 PROCvin 

30 PROCsetup 

40 TIHE=0 

50 PRDCscrset 
100 PROCdoori 
110 PROCdecor 
120 PROCitn 
130 PROCionster 
150 VDU19,l,coUm,0;G;0;Q; 
160 CQL0UR7iPRlNTTAB(I-l,23) a 



by Andrew Dyer 

By the screen dumps of this 
program, you may be 
forgiven for thinking that 
this was something that we 
lifted off intimate's shelves 
one dark night, but, we'd 
never print anything that 
cp,ude, no this game is 
muoh more difficult! 

Dungeon Quest is an 
against- the -clock, icon 
driven adventure, with 3D 
perspective graphics of 
each of the 100 locations, 
The idea of the adventure is 
to collect the three magic 
runes which look 
suspiciously like the 
authors initials A,C, and D. 
During the game, several 
play options are open to 
you. These are Move, 



(north. South east and 
west), Take, Drop, Fight. 
Best and Bat. To execute a 
command move the on- 
screen pointer (using keys 
Z and X), to the appropriate 
sy mbol and then press 
'RETURN ' to carry out the 
command. In some rooms 
you will find objects and 
monsters. Certain objects 
kill certain monsters, but 
I'll leave you to discover 
which. Your energy, items 
carried and percentage 
completed are all displayed 
at the bottom of the screen. 
If you leave a room without 
having killed the monster it 
contains, or you attack a 
monster with the wrong 
weapon, energy will be lost. 



This can be regained in two 
ways. The first is to find 
and eat an apple, and the 
second is to rest. However, 
resting can only take place 
in a room containing a 
chair, and drastically 
shortens the time limit. To 
win the game, the runes 
must all be held (In order) 
and taken into the room 
containing the cauldron 
(this room I will leave you 
to find). You have thirty 
minutes to complete the 
adventure and the castle 
contains 100 rooms. Final- 
ly, I advise you to make a 
map of the castle as you 
progress, it can leave you 
very disorientated. 



1 



170 IF IHKEY-9B AND I>*7 THEN 1=1-1 
180 IF INKEY-67 AND 1< = 13 THEN IM+l 
190 IF INKEY-74 AND 1*6 THEN BOT05500 
200 IF INKEY-74 AND 1*7 THEN 60T05500 
210 IF INKEY-74 AND 1=8 THEN GOT05500 
220 IF INKEY-74 AND 1*9 THEN G0T05500 
230 IF INKEY-74 AND 1*10 THEN PROCfigh 

t 
240 IF INKEY-74 AND Mi THEN PRDCtiki 
250 IF INKEY-74 AND 1-12 THEN PROCdrop 
260 IF INKEY-74 AND 1=13 THEN PROCrest 
270 IF INKEY-74 AND 1-14 THEN PROCtit 
300 PRINTTABI2,27)MTEHS: , ;CHR$(IU109 

>;CHR*(I2+109>;CHR*U3+109) 
310 PRINTTABtf^J'TIHEs'jiinljiiniV 

jseqINTiTIHE/100);' •:PRINTTAB< 12,29) ■ 

■ 

320 IF INTITIHE/100)>«10 GOTO 1000 
330 IF sec>*6 THEN GOTO 1010 
340 IF iin>°10 THEN GOTO 1020 
350 PRINTTAB(2,25) , ENER6Y: , itfli' ■ 




360 PRINTTABI14,29) , Ii"iperI 

370 IF 11*7 AND 12*8 -AND 13*9 AND X>86 
THEN 60T0 2000 

380 IF iinl>*3 THEN GOTO 2500 

390 IF en<*0 THEN GOT02700 

999 GOTO 160 

1000 LET sec*sec+l:TIHE=G:G0T0320 
1010 LET iin>iin+liLET kc*0i60T0 330 
1020 LET iinl-iinl+l:lET iin«Oi60TO 340 
2000 : 

2020 FORZ-2 TO 19 
2030 C0L0UR135iPRlNTTAB<2,Zr 



2040 NEXTZ 
2050 FOR 1*1 TO 100 
2060 vDU19,3,RNDI7),0|0j0i0; 
2070 SDUND1 ,3,2,1 
2080 NEXTZ 

2090 VDU19,3,0,0j0{0}0; 
2100 VDU19,l,l,0}0|0|0i 
2110 C0LQURl:PRINTTABtt,8)"VICTQRY':PRI 
NTTAB(6,10) a IS a :PRINTTAB(6,121 > YOURS' 
2120 PRlNTTAB(6,15) a t.u.v' 
2130 REST0RE9900 



2140 FORZM TO 77 

2150 READA 

2160 READS 

2170 80UN01 t -15,A f B 

2180 VDU19,l t RNDI7),0;0;0;0; 

2190 HEXTZ 

2200 VDU19,1 T 1 V 0|0;0;0; 

2210 F0RZ«2 TO 19 

2220PRINTTABI2,Z) i 

2230 NEXT2 

2240 PRINTTflB(6,6>" SPACE" 

2250 PRINTTABl6,8t' TO' 

2260 PRINTTAB(6 ! 10I" START" 

2270 PR INTTAB 16,12} ' AGAIN' 

2300 IF INKEY-99 THEN RUN ELSE 2300 

2499 END 

2500 t 

2510 ENVEL0PE4, 1,32,0, -58, 20, 0,20, 0,0,0 
,0,0,0 

2520 FOR Z«l TO 20 
2530 SOUNDl, 4,99, 10 

2540 VDU19,l,RND(7),0;0;Qs0pVDU19,2,RN 
D(7),0;0;Q|0; 
2550 NEXTZ 
2560 VDU19 v l l l v 0|0|0|0|sVDU19 v 2 v 2 1 0|0|0 

(Oi 

2570 CLS 

2580 C0LQUR1 i PRINTTAB (0, 10) "YOUR QUEST 
IS OVER..' 

2590 PRINTTAB(0,14)' YOUR TINE RAN OUT. 

■ 

■ 

2600 PRINTTAB10, 18) 'SPACE TO PLAY AGAIN 

2690 IF INKEY-99 THEN RUN ELSE 2690 

2700 : 

2710 ENVEL0PE5, 1,-15, 23,-2, 10,5, 10, 0,0, 
0,0,0,0 

2720 S0UNDl,3 t 99,20:F0RZ»100 TO I STEP- 
5 

2730 S0UND1,5,Z,5 

2740 VDUI9,l,RND(7),0;0;0i0i:VDU19,2,RN 
D(7>,0;0;0|0; 

2750 NEXTZ 

2760 VDU19,l,l,0|Qj0i0j:VDU19,2,2,0;0j0 

;0; 

2770 CLS 

2780 C0L0UR1 i PRINTTABtO, 10) "YOUR QUEST 
IS OVER..' 
2790 PRINTTAB(0,U)' YOUR ENERBY IS 0.. 

t 

■ 

2800 PRINTTAB (0,18) 'SPACE TO PLAY A6AIN 

ii 

• 

2B90 IF INKEY-99 THEN RUN ELSE 2890 

3000 : 

3010 DEFPROCf ight 

3020 IF ionZU)«0 THEN ENDPROC 

3030 ENVELOPES, 1,-1,-1,-1,40,40, 40,0,0, 

0,0,0,0 

3040 IF IlMonZU) THEN 3100 

3050 S0UND1 ,3,500,20 

3060 LET tn-tn-(10+ionXm*5> 



BBC ELECTRON 




3090 ENDPROC 

3100 FOR Z*l TO 100tSOUNDl,3,Z,liVDU19, 
l,RND(7),0|0|0;OiiNEnZ 
3110 VDU19,l,coUU>,0;0;0;0j 
3120 PRINTTAB(9,7)' ':PRINTTAB19,8)' 

■ 

3130 LET ionXm-O 

3140 LET Ii-OiLET I1=I2:LET I2»I3:LETI3 
■0 

3499 ENDPROC 

3500 i 

3510 DEFPROCeat 

3520ENVEL0PEl,129,-15,-8,-3,10,10,10,l 

26,0,0,-126,126,126 
3530 S0UNDill,l,255,5 
3540 COLOUROiIF it«lU)*7 OR Ittal(X)" 

8 OR itei!IX)=9 THEN ENDPROC ELSE PRINTT 

AB(9,15P ■ 

3550 IF iteiXUJ'O THEN ENDPROC 
3560 IF iteiim = l THEN ert=en-2 
3570 IF it«Xm=2 THEN tn*en-4 
3580 IF it«iZ(I)=3 THEN mhd-1 
3590 IF iteiXiXJM THEN en=en-6 
3600 IF itnZ(X)«5 THEN en=en-10 
3610 IF iteiX(X>=6 THEN en=en+5 
3620 IF en>=99 THEN en=99 
3630 LET iteiXm^O 

3999 ENDPROC 

4000 : 

4010 DEFPROCrnt 

4020 IF dec*m«2 OR declZ(X)-2 THEN SO 
UND 1,-1 5, 00,1 ELSE ENDPROC 
4030 S0UND1, -15,20,1 
4040 SOUNDl, -15,40,1 
4050 SOUNDl, -15, 60,1 
4060 LET in>en+10 
4070 ■inl'tinl+l 
4080 IF in>"99 THEN tn»99 

4499 ENDPROC 

4500 : 

4510 DEFPROCdrop 

4520 SOUNDl, -15,90,1 

4530 IF 13=0 AND 12=0 AND 11=0 THEN END 



PRQC 

4535 IF iteiKJUOO THEN ENDPROC 

4540 IF 13=0 THEN GOTO 4560 

4550 LET itnXU)>I3iLET 13«0: PRINTTAB ( 
9,15)CHRf<iteiX(I)+109):ENDPR0C 

4560 IF 12=0 THEN GOTO 45B0 

4570 LET ittiXm=I2:lET I2«0:PRINTTAB( 
9,15)CHR$(iteiX(l()tl09)iENDPR0C 

4580 IF 11=0 ENDPROC ELSE LET itnim* 
IllLET Il»0;C0L0URl:PRINTTAB(9,15)CHR*(i 
tnim+109) 

4590 C0L0UR7 

4999 ENDPROC 

5000 i 

5010 DEFPRQCtakB 
5020 SOUNDlf-15,90,1 
5030 IF itnZUl'O THEN ENDPROC 
5035IFI1O0 AND I2O0 AND I3O0 THEN EN 
DPROC 

5040 PRINTTAB(9, 151" ' 
5050 IF MOO THEN 6OT0 5070 

5060 LET n«lteiX(X):LETitiiX(X)=OiENDP 
ROC 

5070 IF I2O0 THEN GOTO 5090 

5080 LET I2«ittiZU):LETiteiIIX)«0:ENDP 
ROC 

5090 IF I3O0 THEN ENDPROC ELSE LETI3«i 
teiX(X):LETiUiX(I)*0 

5499 ENDPROC 

5500 i 

5510 IF iZ(X)>0 THEN LET pirX=perX*l:LE 

T iXUlM 

5520 IF ionZm-1 THEN m-m-10 
5530 IF ionZU)>2 THEN en=en-8 
5540 IF ionXn>=3 THEN tn=tn-5 





5550 IF unZmM THEN tn-in-4 

5560 IF aDnZ<X)-5 THEN M*M-2 

5570 9DUl9,l,O,O|O|0jO| 

55B0 PRINTTAB(5,5>" -:PRINTTAB(5,6)' 
■:PRINTTAB(5,7)' "i PRIHTTAB *5,8) ' ':PR 
INTTAB(5,9>' ' 

5590 PR1NTTAB(13 ( 5)" 'iPRINTTAB(13 ,6) 
' 'iPRlNTTABm,?)' , iPRIHTTAB(13,8) i 

■sPRIMTTAB(13 f 9) B ■ 

5600 PRINTTAB(13 t 12>" ':PRINTTABU3 ,1 
31" ■:PRIHTTAB(13 1 14>- ':PRIMTTAB(13,1 
5»" "iPRINTTABUS^) 1 ' 

5610 PRINTTAB(5,12) - ":PRINTTAB(5 ,13) 
■ •iPRINTTABO.M) - 'iPRINTTAB(5,15) f 

■|PRtNTTABl5,16)' ■ 

5620 IF 1=6 THEN GOTO 5630 ELSE 60T0 56 
40 

5630 IF rooiimM OR rooiZm=5 OR roo 
■ZIX>>8 OR roort(X)»9 OR rooaXm-U OR 
rooaZlXJ-12 OR rooiXtXJ-13 OR rooaZm-1 
5 THEN X»X-10:BOT050 

5640 IF 1-7 THEN 6QT0 5650 ELSE 80T0 56 
60 

5650 IF rooaX(X>=2 OR rooiZ(X)-5 OR roo 
aZ(X>«6 OR rooaZ(X)«9 OR rooaim=10 OR 
rooaZ(X>M2 OR roo.X(X>=14 OR rooaX(X)=l 
5 THEN X=X+1:G0T050 

5660 IF 1=9 THEN 60TQ 5670 ELSE 60TO 56 
80 

5670 IF rooaX(X)«3 OR rooaZ(X)«6 OR roo 
■ZIIW OR rooaZ(X)*9 OR rooiZm-10 OR 
rooiZUMl OR rooaX(X)«13 OR roo#XU)«l 
5 THEN X=X*10:60T050 

5680 IF 1-9 THEN GOTO 5690 ELSE B0T050 

5690 IF rooaZIXJM OR rooaZUW OR roo 

■zm=8 OR rooaZUJMO OR rooaZ(X)=ll OR 

rooaZ(X)=12 OR roo«ZU)=14 OR rooiZ(X)* 

15 THEN X=X-1:60TQ50 

5999 GOTO 50 

6000 : 

6010 DEFPROCionster 

6020 IF aonZUKM THEN 60T0 6080 ELSE 
GOTO 6030 

6030 VDU23,97,8, 12, 15, 15,45, 119, 118,123 

6040 VDU23, 98,16, 48, 240,240,180, 238,110 
,222 

6050 VDU23, 99, 124,127,63,63,63,31,27,26 

6060 VDU23, 100,62,254,252,252,252,248,2 
16, BB 

6070 C0L0URl:PRINTTABl9,7) , ab':PRlNTTAB 
<9 t 8)-cd" 

60B0 IF •onX(X)<>2 THEN 60T0 6140 ELSE 
60T0 6090 



6090 9DU23.97, 0,0,1, 1,13, 29, 62, 127 
6100 VDU23, 98,0, 0,1, 131,187, 255, 186,84 
6110 VDU23, 99, 255, 255,227, 221, 251, 252,1 
27,0 

6120 VDU23, 100, 124, 194, 164, 144, 192,96,3 
2,48 

6130 C0L0URl:PflIHTTAB(9 f 7) B ab":PRlNTTAB 

(9,8)'cd' 

6140 IF •ontt)t)<>3 THEN 60TQ 6200 ELSE 



6390 VDU23, 99, 95, 95, 111,55,31,8, 8, 16 

6400 90023,100,254,254,254,252,248,16,1 
6,6 

6410 C0L0URl:PRINTTAB19,7>"ab , :PRINTTAB 

(9,81 'cd" 

6499 ENDPROC 

6500 : 

6510 DEFPROCitei 
6520 COLOUR 1 





GOTO 6150 

6150 90023,97,0,1,3,7,7,14,31,127 

6160 VDU23, 99, 0,224, 240, 248, 252,76, 108, 
254 

6170 VD023, 99, 255, 255, 255,127, 63,31, 30, 
12 

6180 V0U23, 100,255,255,255,255,254,240, 
240,96 

6190 C0L0URliPRlNTTAB(9,7) i ab , iPRINTTAB 
(9,81 'cd' 

6200 IF aonZ(X)<>4 THEN GOTO 6260 ELSE 
60T0 6210 

6210 90023,97,0,1,3,7,7,4,4,4 

6220 9DU23, 98, 248, 244, 238, 223, 227, 247,1 
55,159 

6230 VDU23,99,13,15,31,23,24,31,31,15 

6240 VDU23, 100, 159, 191, 255, 254, 48, 224,1 
92,192 

6250 CQLQURl:PRINTTAB(9,7>\b':PRINTTAB 
l9,8Pcd' 

6260 IF ionim<>5 THEN 60T06360 ELSE G 
OTO 6270 

6270 VDU23, 97,0,56, 120, 96,120, 4B, 94, 97 

6260 VDU23,98,8,24,60, 15,22,36,64, 128 

6290 VDU23,99,95, 72, 112, 120, 124,204, 152 
,156 

6300 C0L0URhPRINTTAB(9,7) , ab , :PRINTTAB 
I9,8)'c " 

6360 IF aonX(X)<>6 THEN ENDPROC ELSE GO 
TO 6370 

6370 VDU23,97, 0,15,31,8, 15,27,55,111 

6380 9DU23,98, 0,240, 248, 16,240,249,252, 
254 



6530 PRINTTAB(9,15)CHR$(itetX(mi09) 

6999 ENDPROC 

7000 : 

7010 DEFPROCdKor 
7020VDU23.97, 0,1,3,7, 15,31, 23, 27 
7030 9DU23,9B, 129, 192,224,240,249,252,2 
44,236 

7040 90023,99,21,19,17,16,0,0,0,0 
7050 9DU23, 100, 212,164, 68, 132, 128, 129,1 
28,120 

7060 IF decZUKM THEN GOTO 7070 ELSE 
PRINTTABt6 1 10)'ab , iPRINTTAB(6,U) , cd' 
7070 IF dedZmOl THEN GOTO 70B0 ELSE 
PRINTTAB ( 1 1 , 10) "ab " : PRINTTAB ( 1 1 , 1 U "cd ' 
7080 90023,97,2,3,2,2,2,2,7,15 
7090 VDU23,98,0,0, 128,64,64,64,64, 192 
7100 9DU23, 99,23, 26, 21, 18,18, 2, 2,2 
7110 90023,100,64,192,64,64,64,0,0,0 
7120 IF dtcX(X)<>2 THEN SOTO 7130 ELSE 
PRIHTTAB(6 t 10)-4b":PRINTTAB(6 f li)*cd" 
7130 IF dtclZfX><>2 THEN SOTO 7140 ELSE 
PRIHTTAB<Il l 10**ab B :PRINTTAB<U,il)"cd" 
7140 90023,97,2,7,15,31,63,47,55,59 
7150 9DU23,98,0,0, 128, 192,224,240,248,2 
32 

7160 90U23,99,61, 62,31, 15,7, 3,1,0 

7170 VDU23,100, 216,194, 120,249, 240,224, 
192,128 

7180 IF dKZ(X)<>3 THEN 60T0 7190 ELSE 
PRINTTAB (6, 10) , ab , :PRINTTAB(6,ll)'cd' 

7190 IF dtclZtX><>3 THEN ENDPROC ELSE P 
RlNTTABUl.lOJ'ab^PRINTTABUi.llPcd' 

7499 ENDPROC 
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7500 : 

7510 DEFPROCdoors 
7520 VDU23,97, 0,0,0,0, 8,28,58,87 
7530 V0U23,98,U 1,103,106, 109,44,77,109 
,101 

7540 VDU23,99, 105, 109,42,70, 110, 110, 110 
,108 

7550 VDU23, 100,42,70,110,110,110,108,40 
,0 

7560 VDU23, 101,128,64, 224, 240,232,92, 19 
0,157 

7570 VDU23.102, 171, 183,183,55,54,21,35, 
55 

7580 VDU23, 103,55,55,54,21,35,55,55,55 

7590 VDU23, 104,54,21,35,55,55,55,54, 20 

7600 IF rooiXUlM OR roortlXW OR roo 
■XU)=8 OR rooiX(I)*10 OR raoaXm-U OR 

rooiXU)«12 OR rooiXU>«14 OR rooiX(X)- 
15 THEN SOTO 7610 ELSE GOTO 7620 

7610 C0L0URliPRINTTAB(5,12)V:PRINTTAB 
(5,13»"be":PRiNTTABt5,14)'c4':PRINTTABi5 
, i5)-dg":PRIHTTAB<3,16)» h" 

7620 IF rooiXU)=2 OR rooiZ(X>»5 OR roo 
■XU)-6 OR rooaX(X>=9 OR rooaXU)M0 OR 
rooiX(X) = 12 OR rooiX(X)M4 OR rooiXUl'l 
5 THEN 60T0 7650 ELSE GOTO 7660 

7650 C0L0URl:PRINTTAB(I3,5)ViPRINTTftB 
US^'be'iPRINTTABm^'cf'sPRINTTABll 
3 t fl) B d9 B :PRINTTAB{13 v 9) a h" 

7660 VDU23, 97,0,0, 0,0, 16,56,92,234 

7670 VDU23,98,246,230,86, 182,52, 178, 182 



108,40 

7750 IF rooiXMM OR roo»Hl>=5 OR roo 
■XU)>8 OR rouZ(X)>9 OR rooiZUMl OR 

rooiia» = 12 OR rooiXm>13 OR rooiXUl'l 
5 THEN 60T0 7760 ELSE GOTO 7770 
7760 C0L0UR1:PRINTTAB(5,5)' a"iPRINTTAB 

(5,6) , eb':PRINTTAB(5,7)Mc'iPRINTTAB(5,8 
) B gd":PRIHTTAB(5,9) - h ' 

7770 IF rooiXm*3 OR rooaX(X)=6 OR roo 
■XU>=7 OR rooiXU)"? OR rooiXUJMO OR 
rooiXUJMl OR rooiIIK)=13 OR rooiXU)'! 
5 THEN GOTO 7780 ELSE GOTO 7999 

7780 COLOUR 1 : PRINTTAB U 3 , 12) - a'sPRlNTT 
AB{13 l 13) , tb , »PRINTTAB(i3 1 14)Mc**PRIMTT 
AB(l3 t i5) B gd B :PRlNTTAB{13,U> B h ' 

7999 ENDPROC 

6000 : 

8010 DEFPROCvirs 

8020 LET X=78 

B030 VDU19,l,0,0j0|0j0j 

8040 LETI=6 

8050 LETIUO 

8060 LETI2-0 

8070 LETI3-0 

8080 LET sec*0 

8090 LET rtn=0 

8100 LET iinl*0 

8110 LET en=99 

8120 LET perX*0 

8499 ENDPROC 

B500 ; 




,166 8510 DEFPROCsetup 

76B0 VDU23, 99, 150, 182,84, 98, 118, 118,118 8520 DIHcolXU00)iDIHdtcZ(100>:DMdiclZ 

,54 (100):DIHrooiX(100):DINit»X(100):DIH»n 

7690 VDU23, 100, 84, 9B,11B, 118, 118,54,20, XU00):DIHiXU00> 

8530 REST0RE9510 

7700 VDU23, 101, 1,2, 7, 15, 23, 58, 125,185 8540 FORZ-I TO 100 

7710 VDU23,102, 213,237, 237, 236,108, 168, 8550 READA:LET rooiX(Z)=A:READB:LET ite 

196,236 ■X(Z)=B:READC:LET ionX(Z)>C 

7720 VDU23,103,236,236,10B, 168, 196,236, 8560 LET colXlZ)=RND(7):LET decX(Z)»RND 

236,236 (3):LET declXtZ)=RND(3):LETtXU)*0 

7730 VDU23, 104, 108, 168, 196,236,236,236, 8570 NEXTZ 



8999 ENDPROC 

9000 : 

9010 DEFPROCscrset 

9020 VDU23,97,255, 129, 129, 129, 129, 129,1 

29,255 
9030 C0L0UR2: PRINTTAB1 1 , 1 ) ■iHlMNHII 

aaaaaa':FOR 1=2 TO 19: PRINTTABl 1 t Z) "a 

a B :HEXTZ:PRIHTTABU,20» B aaa 

aaaaaaaaaaaaaaa' 

9040 VDU23, 97, 12, 10,6, 14, 30,62, 61, 59 
9050 VDU23,98,0, 128, 192,224,224,96,32,6 

4 

9060 VDU23,99,55,39,6,5,3,7,15,14 
9070 VDU23, 100,96, 1 12, 120,56,24,8,0,0 
9080 C0L0URl:PRINTTAB(9,2)'ab':PRINTTAB 

(9,3) , cd":PRINTTABl9,4) l ab i :PRINTTAB(9,5 

)'cd" 
9090 70023,97,160,96,232,216,184,120,24 

0,224 
9100 VDU23, 98, 192, 160, 96, 224,224,192,12 

B,0 
9110 PRINTTAB(2,6) t a , :PRINTTAB(2,7)-b i : 

PRINTTAB12,8)V;PRINTTABI2,9»V:PRINTT 

AB(2,10)V:PRINTTABI2,11)V 
9120 VDU23, 97,5, 6, 23, 27, 29, 30, 47, 55 
9130 70023,98,49,21,6,7,7,3,1,0 
9140 PRlNTTAB(t7 f 6) B a B tPRINTTAB(I7 t 7) B b 

B :PRINTTABU7 T 8> i a B :PRINTTAB(17 l 9> B b B :PR 

INTTABU7,lO)ViPRINTTABI17,niV 
9150 VDU23,97,0,0,0,1,3,7,14,29 
9160 VDU23,98,0,0, 16,48, 112,112,224, 192 
9170 VDU23, 99, 25, 21, 12, 13, 9, 1,1,1 
9180 VDU23,100,I64,108,236,232,224,192, 

128,0 
9190 PRINTTAB<5 t 3) B ab B :PRlHTTAB(5,4> B cd 

■ 

9200 VDU23,97,72, 108,118,114, 52, 22,6,2 
9210 PRINTTAB(12,4) , a":PRINTTABI15,5) l i 



9220 GCOLO, 

Atil 140,636 
9230 VDU23, 



9240 VDU23, 
9250 VDU23, 

1,126 

9260 VDU23, 
9270 VDU23, 
9280 VDU23, 

,60 

9290 VDU23, 
9300 VDU23, 
9310 VDU23, 



liN0VE128,636tDRAH632,384:DR 
110,60,36,102,66,102,36,36,6 

111,0,0,0,8,16,160,64,160 
112,126,161,105,37,41,101,16 

113,1, 6, 14,2B,184,112, 96,144 

114,8,26,60,14,20,32,64,128 

115,14,8,118,255,253,253,126 

116,0,30,14,26,62,98,199,0 

117,0,28,50,80,80,50,28,0 

118,0,120,36,34,34,36,120,0 








9320 VDU23.109, 0,0, 0,0,0,0,0,0 

9330 C0L0UR7 

9340 VDU23.97, 255,129,185,177, 169, 133,1 
29,255iPRINTTAB<6 l 22)V 

9350 VDU23, 97,255, 129, 157, 141, 149, 161,1 
29,255iPRINTTAB(7 l 22)V 

9360 VDU23 l 97 l 255 l l29 t 161,149, 141,157,1 
29,255:PRINTTABtB,22)V 

9370 VDU23,97,255, 129, 133, 169, 177, 185,1 
29,255:PR1NTTAB<9,22)V 

9380 VDU23,97,255, 129, 189, 161, 185,161,1 
29,255iPRINTTABU0 f 22)V 

9390 VDU23,97, 255,129, 189, 153,153, 153,1 
29,255:PRINTTAB(11,22)V 

9400 V0U23,97, 255,129,185, 165,165,185,1 
29,255iPRINTTAB(12,22)V 

9410 VDU23, 97, 255, 129, 169, 181, 161, 161, I 
29 l 255:PRIMTTAB(13,22)'a" 

9420 VDU23,97,255, 129, 189, 169, 177, 189,1 
29,255:PRINTTAB(14,22)V 

9430 CDL0UR7iVDU23, 108,24,24,60,60, 126, 

126,231,231 

9440 PRIHTTABH-i t 23>" 1 ■ 

9499 ENDPROC 

9500 : 



9510 DATA6,4, 0,14,3,0,14, 3, 0,14, 1,0, 7,1 
,0,6,0,5,14,0,3,7,0,0,6,0,0,7,2,0 

9520 DATA13,4, 0,3,9, 1,3,0,3,3,0,4, 13,0, 
0,13,0,2,3,1,0,5,0,0,11,3,0,13,0,0 

9530 DATA13, 6,0, 13,0, 1,13, 1,3,13,3,4, 13 
,0,0,1,7,1,5,2,0,14,5,0,8,0,0,13,0,0 

9540 DATA1, 6, 0,13,0, 1,13,0, 3, 13,0,4,13, 



BBC ELECTROS 



0,0,2,6,3,14,6,2,14,6,1,14,0,0,11,0,0 

9550 DATA6.0, 0,12,0,0, 12,0,0, 12,0,0, 12, 
0,0,7,0,0,3,0,3,3,2,1,3,3,2,13,0,0 

9560 DATA13, 0,0,2, 5, 0,14,0,0,7,0,0,6,0, 
1,8,0,0,5,1,0,12,3,3,11,0,0,13,1,0 

9570 DATA13, 5, 0,2, 1,0, 14, 0,0, 11,0,0,5,1 
,3,14,0,0,14,3,0,10,0,0,8,0,0,13,0,0 

9580 DATA5, 6, 0,14, 2,5, 14, 0,2, 11 ,0,0, 6, 3 
,2,14,4,3,7,5,4,9,0,0,7,6,3,13,3,0 

9590 DATA6,0,1, 14,0,0,7,0,0,13,0,0,13,2 
,1,2,0,6,8,0,5,13,2,1,1,3,1,13,0,0 

9600 DATA5, 0,5, 4, 8, 0,5, 0,0,8, 5, 0,5, 1,5, 
14,5,4,14,4,3,12,3,2,14,0,0,8,0,0 

9900 DATA12,5, 16,5,20,5,52,9,20,5,52,9, 
20,5,52,18,100,5,108,5,112,5,116,5,100,5 
,108,5,116,9,96,5,108,9,100,28 

9910 DATA12,5,16,5,20,5,52,9,20,5,52,9, 
20,5,52,18,88,5,80,5,76,5,88,5,100,5,116 
,10,108,5,100,5,88,5,108,28 

9920 DATA12,5, 16,5,20,5,52,9,20,5,52,9, 
20,5,52,18,100,5,108,5,112,5,116,5,100,5 
,108,5,116,9,96,5,108,9,100,26 

9930 DATA100.5, 108,5, 116,5, 100,5, 108,5, 
116,10,100,5,108,5,100,5,116,5,100,5,108 
,5,116,10,100,5,108,5,100,5,116,5,100,5, 
108,5,116,10,96,5,108,10,100,28 
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By Mike Mannion 

Oh no, not another version 
of Hunchback for the Spec- 
trum. Oh yes — but, this is 
a very good version of the 
game, and we haven't done 
a Spectrum Hunch game 
before. (If anybody has 
converted the BBC one a 
couple of months ago, then 
give us a ring, we are 
always interested to know). 
It features 15 screens 
and although written en- 
tirely in BASIC is still fast. 
Play is as you would arcade 
Hunchback as most of the 
features are there in- 
cluding guards, fireballs, 
arrows, superbonus and of 
course the bells! 

Operating 
instructions 

z-left, x-right, enter, jump. 
To Jump in a direction press 
the jump key, release it, 
then press the direction 
key. To enter the program 
just type it all in as it Is and 
then save it using: 



SAVE "hunchy" LINE S 



All the subroutines are 
documented to help you 
understand it. You can 
miss out all the REM 
statements if you wish. My 

Sersonal best score is 1045. 
o load the program type 
LOAD " " then ENTER. 




1 REM tHUSIC BY ROBERT GRAYSON* 

2 REH «F0R SB,DC,HS,RG,HR,PC,AL, PL,S 

S ( JL,KR,KP.M[:,NH,ES,DR,CR ETC.* 

5 LET HS=8000: PAPER 1: BORDER 1: CLS 
1 INK 7: PRINT AT 6, 8; 'EVERY ONE A BEM" 

;AT B,7j"8Y ROBERT BURBESS'jAT 11,10;"PL 
EASE MIT': BO SUB 9000: LET RHM6 

6 BEEP .2,0: BEEP .2,2: BEEP .2,4: BE 
EP .2,5: BEEP .2,7: BEEP .2,4i BEEP .45, 
0: BEEP .2,2: BEEP .2,4: BEEP .45,2: BEE 
P .2,4i BEEP .2,2: BEEP .325,0 

8 PAUSE 15: CLS : 60 TO RH*10 

10 PRINT 'YOU ARE AT THE EXIT. DROP ALL 
HEGENS HERE AND YOU CAN ESCAPE." 

11 60 TO MS 

20 PRINT "IN THIS EERIE R00H THERE IS 
A SIN6LE FADED PURE U00L RUG, ELM 
UENTLY EHBR0IDED WITH INTRICATE DE 
SIBNS." 

21 60 TO US 



30 PRINT "THIS RD0H IS ENPTY AND BARE. 
UNDER YOUR FEET ARE ROTTEN, H0UL 

DY FLOORBOARDS." 

31 60 TO HS 

40 PRINT "THIS RO0H IS FREEZING C0LD.Y 
OUR HANDS START TO SHAKE AND YOU TEET 
H BE6IN TO CHATTER. 1 

41 60 TO HS 

50 PRINT "THIS AREA IS SURROUNDED BY 
INTRICATELY CARVED ARCHWAYS, COVE 

RED IN COBWEBS AND DUST.' 

51 60 TO NS 

60 PRINT 'YOU ARE AT A CROSSROADS. DARK 
PATHS LEAD AWAY IN ALL FOUR DIRE 

CTI0NS.' 

61 60 TO HS 

70 PRINT 'THIS CORRIDOR IS DANK AND DR 
EARYNITH SLIMY HALS COVERED WITH SHAL 
L NICHES." 

71 60 TO HS 

80 PRINT "YDU CAN FEEL COLD AIR BLDWIN 
8 FR0H THE NORTH, AND HI6H ABOVE YOU 
IN THE NORTH WALL IS THE BROKEN HIND0 
N." 

Bl 60 TO HS 

90 PRINT "A STRAN6E 6AS PERMEATES THE 
R00HAND FLOWS DELICATELY AROUND IT. IN F 
R0NT OF YOU THERE IS A 6EH PLINTH." 

91 60 TO HS 

100 PRINT 'STRANGE NOISES ECHO AROUND Y 
0U AS YOU WALK THROUGH THIS C0RR 

ID0R,0N YOUR QUEST TO ESCAPEFR0H THE DUN 
6E0N." 



101 60 TO HS 

110 PRINT "IN THE CENTRE OF THIS ENPTY, 
HYSTERI0US CHAMBER IS A PATCH 0FS0FT 
GROUND. " 
HI 80 TO HS 

120 PRINT "YOU ARE PRECARIOUSLY SITUATE 
D ON THE WALL OF THE C&L." 

121 60 TO HS 

130 IF F(2)-0 THEN PRINT "AS YOU ENTER 
THIS ROOM, DARKNESS ENSHROUDS AND IN YOU 

R HASTE TO LEAVE YOU FALL AND BREAK YOU 

R NECK.': BO TO 2300 
132 PRINT "YOUR LI6HTED CANDLE SENDS 0U 

T A RAY OF LI6HT IN THIS DARENED ROOM. 

■ 

13S 80 TO HS 

140 PRINT 'YOU ARE STANDIN6 AT A T-JUNC 
TIONWITH ENTRANCES TO CHAMBERS ON EITH 
ER SIDE OF YOU.' 

141 60 TO HS 

150 PRINT 'BETWEEN YOU AND THE 6EH PL1N 
TH IN THIS ROOH IS A LAR6E POOL OF ACID 
,WHICH HISSES AND FIZZES WITH FRI6HTE 
NIN6 FREQUENCY." 

151 60 TO MS 




160 PRINT "YOU ARE IH A DREARY CELL.THE 
FLOOR IS SOLID CONCRETE, AMD HQSS6RW 

S ON BOTH IT AND THE HALL. THERE IS A S 
HALL H1ND0U SET HISHUP THE MALL,HI6HER T 
HAN YOU CAN REACH.' 

161 60 TO HS 

1000 PAPER li INK 7: POKE 23609,10; POKE 
23617.C0DE 'VAL ": INPUT l'>')| LINE OS 
: BEEP .l,7i LET W»*"l LET N*»" 
1010 FOR F«l TO (LEN M)-l 
1013 IF OHF TO FJ»" ' AND V*=" THEN L 

ET V$*Q*I TO F-I) 

1020 IF Q$tF*l TO F+UO" ' AND VIO" 

HEN LET NI»Q*(F+1 TO ) 

1025 IF MO" THEN LET F*LEN (W)-l 

1030 NEXT F 

1035 IF N$«" THEN LET V*=Q« 

1050 IF N*»" THEN PRINT : PRINT ">'| 

APER 2;V«i BO TO 1060 

1055 PRINT : PRINT '>'; PAPER 2;V«j" ";N 



T 



P 




KELY': 60 TO 1000 

1145 IF V-16 AND N*=*Hft6 p THEN PRINT 'B 

Y THE SANE AUTHOR- TEMPLE TE 

RROR FROH ATLANTIS SOFTNARE-QNLY II. 

99': 60 TO 1000 

1150 IF VM4 AND Rfl*9 AND S(3)=9 THEN P 

RINT 'YOU CRANL ALONG THE FLOORJAKE TH 

E 6EN,THEN CRAHL OUT OF THE ROOH.'i LE 

T S(3)*50i LET RH*5: 60 TO 50 





f 



j 






: 




SCORE 



MEN 1 



1060 IF LEN V*>3 THEN LET V*»V*l TO 3) 
1065 IF LEN N*>3 THEN LET N$*N*I TO 3) 
1080 LET V=0: FOR F=l TO 25: IF V$«N$(F) 

THEN LET V»F 
10B5 NEXT F 

1090 IF V»0 AND WO'N" AND VJO'E" AND 
VJO'S" AND VIO'N" THEN PRINT "SORRY, I 

DONT UNDERSTAND YOU'; 60 TO 1000 
1100 IF V-l OR V*2 THEN 60 TO 2000 
1105 IF V=15 THEN 60 TO 2100 
1110 IF V=20 OR V-21 THEN 60 TO 2200 
1115 IF V$«'N" OR V*«'E" OR V*="S" OR V* 
«'N' THEN 60 TO 2400 
1120 IF V»24 OR V*25 THEN 60 TO 2500 
1125 IF V»22 THEN 60 TO RH«10 
1130 IF V-23 THEN 60 TO 2300 
1135 IF V«19 THEN LET 6E=0: PRINT '6EHS 
»';6EM5U>"50>+iS(2)*5Q)ttS(3)«50)+(SI4 
)*50)*(S*5)=50)+tS16)=50)|-/6 # : 60 TO 10 
00 
1140 IF V=17 OR V=1B THEN PRINT 'NOT LI 




1155 IF (V«12 OR V«13> AND S(B)=50 AND S 
(9)-30 AND F(2)«0 THEN PRINT 'YOU STRIK 
E THE HATCH AND LI6HT THE CANDLE.': LET 

F(2)-li LET SI9J-0: 80 TO 1000 
1160 IF IV=12 OR V-13) AND (S18IO50 OR 
8WO50 OR F<2)«1) THEN PRINT "YOU CAN 
"T...YET": 60 TO 1000 
1163 IF IV«9 OR V-10 OR V»ll) AND RH-2 A 
ND SUM) THEN PRINT 'YOU HOVE THE RU6 
TO ONE SIDE ANDFIND A 8EH UNDERNEATH !'i 

LET Sll)'50i 60 TO 1000 
1170 IF V-8 AND Ftl)*0 AND S(7)-50 THEN 

PRINT 'YOU PUT ON THE FUR COAT. 1 ! LET F 

(l)"li 60 TO 1000 

1175 IF V*7 AND RN*U AND S(4>«0 THEN P 

RINT 'YQU DISCOVER A 6EH !'i LET S(4)»50 

: 60 TO 1000 

1180 IF V*7 AND RH«tl AND 3(4) <>0 THEN 

PRINT "YOU DISCOVER N0THIN6 HORE.M 60 T 

1000 

1185 IF (V=3 OR V=6) AND Nt>'HIN" AND RH 

■12 THEN PRINT 'YOU SMASH THE WINDOW AN 

D JUMP THR0U6H IT TO THE GROUND.': LET 

RH-6: 60 TO 80 
1190 IF (V«3 OR V»4) AND RH-16 THEN LET 

Rh-12: 60 TO 120 

1199 PRINT 'SORRY, I DON'T UNDERSTAND YOU 
■l 60 TO 1000 

1999 STOP 

2000 IF N»«'6EH' AND RH-15 THEN PRINT ■ 



YOU TRY TO JUHP THE ACID BUT NHOQPS.Y 
OUFALLN.': 60 TO 2300 

2001 IF N*«-BEH" AND RHM AND F(1)«0 THE 
N PRINT 'BEFORE YOU CAN REACH THE 6ER, 

YOUR WHOLE BODY FREEZES DUE TO THE IN 
TENSE COLD.': 60 TO 2300 

2002 IF N*-'6EH' AND RH-9 THEN PRINT H 
HE 6AS STARTS BURNING YOUR LUN6S AND 

YOU COLLAPSE ON THE FLOOR.': 60 TO 23 
00 

2004 LET V-0: FOR F-l TO 12: IF N$=0*(F) 
AND 3<F)-RH THEN PRINT 'YOU PICK IT UP 

■i LET S(F>*50: LET V»i 

2005 NEXT F 

2010 IF V-0 THEN PRINT 'YOU CANT TAKE T 
HAT' 
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2015 60 TO 1000 

2100 IF M«'BEH" AND 5(l)-50 AND 5(2)>50 
AND S(3)»50 AND SU)»50 AND S(5)=5Q AND 
S(6>*50 THEN PRINT •YOU'VE DONE IT ! 
HIP, HIP HOORAY 
THREE CHEERS PR 

ESS A KEY TO PLAY AGAIN': BEEP .75,0: BE 

EP .25,2: BEEP .5,4: BEEP .5,2: BEEP .5, 

5: BEEP .5,4: BEEP .25,2: BEEP .25,-1: B 

EEP .5,0: PAUSE 0: RUN 

2105 IF M«'6EH' AND (SIDO50 OR S <2>< > 



71-91 60 TO 1000 

2205 IF RH*7 AND N*="NIC" AND S(9)=0 THE 
N PRINT "YOU FIND A SINBLE HATCH STUCK 
INONE OF THE NICHES.': LET S(9)*7: 60 TO 

1000 

2210 PRINT "YOU EXAMINE IT BUT FIND NOTH 
IN6.': 60 TO 1000 

2300 PRINT PAPER 6; INK I; "YOU ARE DEAD 
.YOU HAVE FAILED IN YOUR WEST. PRESS 
A KEY FOR ANOTHER ATTEMPT 

': FOR FM TO 2: BEEP 1,0: BEEP 1,2: 

BEEP .5,3: BEEP .5,2: BEEP 1,0: NEXT F: 

FOR F=l TO 2: BEEP 1,3: BEEP 1,5: BEEP 
2,7: NEIT F: FOR F=l TO 2: BEEP .75,7: B 
EEP .25,8: BEEP .5,7: BEEP .5,5: BEEP .5 
,3: BEEP .5,2: BEEP 1,0: NEXT F: FOR FM 

TO 2: BEEP 1,0: BEEP 1,-5: BEEP 2,0: NE 
IT F: PAUSE 20: RUN 

2400 IF V*«'N" AND IKRHtD-'N 1 THEN LE 
T RH'RH-4: 60 TO RHtlO 

2401 IF V*»'S' AND X$(RH,3)«"S' THEN LE 
T RH=RH+4: 60 TO RHMO 

2402 IF VM'E" AND X*<RH f 2)«*E" THEN LE 
T RH=RH+1: 60 TQ RHMO 




!^_JE==E^_ie:xlL_JeBBi 









SCORE 15© 



MEN 1 



50 OR S(3)O50 OR S(4K>50 OR S(5)<>50 
R S(6><>90) THEN PRINT "LISTEN, SCHflUCK , 
YOU HAVN'T 60T ALL SIX 6EHS !": 60 TO 
1000 

2110 IF N<> B FLO" AND RHM5 AND SUOl-50 
AND S(6)<>50 THBN PRINT 'YOU HAKE A BRI 
D6E OVER THE ACID BATH AND TAKE THE BEH. 
": LET S(6)=50: 80 TO 1000 
2125 PRINT "WHY BOTHER ?': 60 TO 1000 
2200 IF RH=5 AND NI*"ARC" AND S(7>»0 THE 
N PRINT 'YOU FIND A FUR COAT STREWN 
LYIN6 NEAR ONE OF THE ARCHES.': LET Si 



2403 IF V$»'N" AND X$(RH,4)«'N' THEN LE 

T RN>RH-1: 60 TO RHtlO 

2405 PRINT 'YOU CANT 60 THAT NAY': 60 TO 

1000 
2500 PRINT PAPER 3; "YOU ARE CARRYIN6:": 

LET V»0: FOR FM TO 12: IF S(F)«50 THEN 
PRINT INK 6jL$(F>: LET V«l 
2505 NEXT F 

2510 IF V=0 THEN PRINT "NOTHINB AT ALL" 
2515 60 TO 1000 

8000 LET Q«0: PRINT : PRINT PAPER 2;"Y0 
U CAN SEE:': FOR FM TO 14: IF SIF)=RH T 



HEN PRINT INK 6;LS(F>: LET QM 

B005 NEXT F 

B010 IF 0»0 THEN PRINT "NOTHINB" 

8015 LET Q-0: PRINT : PRINT PAPER 3;"Y0 

U CAN 60:": IF X$(RH,1>«'N" THEN PRINT 

INK 5j'N "p LET fl-1 
8020 IF X*(RH,2)«"E" THEN PRINT INK 5; 
■E 'p LET Q-t 

8025 IF X$(RH,3)«'S' THEN PRINT INK 5| 
"S ';: LET Q«l 

B030 IF W(RH, *)■■»■ THEN PRINT INK 5*. 
"N": LET Q-l 

8035 IF 0-0 THEN PRINT INK 5| "NO-HHERE 

8036 PRINT 

8999 60 TO 1000 

9000 POKE 23658,8: FOR F=0 TO 7: READ A: 
POKE USR 'U"tF,A: NEXT F 

9005 DATA 255,255,195,195,195,195,255,25 

5 

9010 DIN X$U6,4> 

9015 FDR FM TO 16: READ XJ(F): NEXT F 

9020 DATA " S'," S", - 8",' S B ,"NEB', 

■NESN'.'NE N'/N N'/N'/NES',' I'," 

, B E'.'NE N',' r," 

9025 DIN 01(14,3) 

9030 FOR FM TO 14: READ 0*(F): NEXT F 

9035 DATA "BEH'.'SEH'^BEH'j'eEH'/BEH", 

"SEN VCOA YCAN 1 , 'HAT' , 'FLO' , 'RUB VHA6 
'."NAL'/NIN" 

9040 DIHL$U4,12) 

9045 FOR FM TO 14: READ L*(F>: NEXT F 

9050 DATA 'A LAR8E OEH'.'A SHALL SEH'.'A 

ROUND 6EH',"A SQUARE 6EH','A SHINY 6EH' 
f 'A FAUN 6EH',"A FUR COAT", 'A CANDLE', 'A 

HATCH", "A FLOORBOARD', 'A RUB", "A HABAZI 
NE','A NALL','A WINDOW" 
9055 DIH M<25,3> 

9060 FOR FM TO 25: READ «*(F): NEXT F 
9065 DATA "BET'/TAK'.'CLI'.'SCA'.'BRE', 

'SHAYDI8YNEAVH0VYLIFYPUSYLI6 
"j'STR'/CRA'/DRO'/REA'/HEL'/CLU'/S 

CO'/EXA'.'SEA'.-LOO'.'QUI'.'INV.'LIS" 

9070 DIH SU4) 

9075 FOR FM TO 14: READ SIF): NEXT F 

9080 DATA 0,4,9,0,13,15,0,10,0,3,2,6,16, 

12 

9085 DIH F(10) 

9099 RETURN 




COMPETITION 




In a bumber bundle of competition 

results we announce 93 prize 

winners as we publish the results to 

six fantastic Gamer competitions. 



Game of the Year 
awards, prize draw. 

Congratulations to 12 
year old Julian Ruff from 
St. Neots in Cam- 
bridgeshire whose name 
was selected from the hun- 
dreds of voters in our Game 
of the Year prize draw. 

A fabulous C64 pack will 
soon be on its way to him 
including a C64, monitor, 
datasette and disk drive! 

Incidently Julian only 
voted for five of the even- 
tual category winners! 

Comlserations to the rest 
of you but don't worry as 
you'll get another chance 
when we announce the 
voting for the 1986 awards. 

Go for Gold! 

In our Identify the three 
flags competition you had a 
chance to win a triple pack 
of games consisting of Sum- 
mer Games, Summer 
Games II and Winter 
Games, 

The flags of New 
Zealand, Turkey and Sri 
Lanka (formally Ceylon) 
didn't have you baffled for 
loo long so we had to resort 
to the tiebreaker to select 
the winners. 

We asked you to invent a 
silly Olympic event as a 
tiebreaker and you certain- 
ly let your imaginations 
roam. We had curious 
events such as feather 
throwing and cornflake 
stacking through tossing 
the ZX81 to climbing 
everest backwards to an in- 
credibly precise event call- 
ed Kung Fly and my per-' 
sonal favourite "Chicken 
crossing the road" in 
which the contestants 
dressed as chickens had to 
cross the M4. 






The winners of US Gold 
sport game triple packs are 
Shaun Williams/Tipton, 
Nicky Church/Great Yar- 
mouth. R. Perry/Heath- 
Hayes, Jevon 
Tooth /Willenhall. Dean 
Allen/Swansea, Harkinat 
Neyta/Leicester, Lisa Had- 
cock/Manchester, Ian Har- 
rison/Llandudno. Michael 
Edwards /Basingstoke, 
Trevor Gately/Dublin, Kirk 
Bage/Ply mouth. Martin 
Wilson/Sheffield. Matthew 
Bull/Sutton Coldfleld, An- 
drew Waterfield/Quorn, 
Mark Delaney/ Bel fast. J. 
Gourley/Tyne and Wear, 
Andrew Pask/Oxon, Mike 
Derham/Cork, Richard 
Chiamesia/Maidstone, 
Tommy Maycllm/London. 
Jonathon Seifert/Co Ar- 
magh, Lee Mansfield/ 
Burnley, Andrew 
Williams/South Wirral J. 
Bayley/Blrmingham. Neil 
Shepherd/EvesnamK 



Elite Competition 

Copies of our 1985 Game of 
the Year are on their way to 
20 lucky people who cur- 
rently solved our confusing 
join the dots competition 
and correctly found the 
following ships from the 
game. Fer de Lance, Mam- 
6a, an escape pod and three 
pieces of cargo. 

The first 20 correct en- 
tries out of the hat and will 
receive a copy of the game 
for their machine are Paul 
Breen/Co. Wexford, 
Richard Brldson/Isle of 
Man. Kevin McCall/ 
Kilmarnock, J. Good- 
man/London, Darren 
Hickey/ Essex, Andrew 
Ludgate /Devon, Andrew 
Maskery /Newark. James 
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Paz/Poole, J. Grant/RAF in 
Germany, Steve Mit- 
chell/Basingstoke, Nigel 
Morton/Edinburgh, Paul 
Phillips/Devon. Mrs D. 
Rayner/Burrey, Michael 
Clark/Mldlothien, Frank 
Swindells/Bedford, Mike 
Derham/Cork, John 
Power/Waterford. 
Jonathon Boreham /Essex, 
Robert Radford/ Aldershot. 

Tatung 
Competition 

Jawaz Illavia from Sutton 
in Surrey was the first per- 
son to solve our 
mathematical puzzle in 
which you had to insert 
seven mathematical signs 
into an equation, in three 
different ways to produce 
the same result. 

Confused? 13 year old 
Jawaz wasn't. In tact now 
he can print out all the for- 
mula he wants to on his 
brand new Centronics 
printer. 

Congratulations to 
Jawaz and in case your still 
stuck with those formula 
here is the solution. 

1) {10/12) *((15+ 17) 

- 30) + (30 + 40) + 80 = 160 

2) 

(10- 12) *(U5 + 17) 
* 20) * < 30-40)780 = 160 - 

3) (10 #12)/«15 + 17)-20) 
+ {30 + 40) + 80 = 160 




Warriors 
Competition 

The following 26 con- 
testants correctly solved 
'the anagrams we set and 
won a set of corgi's Dragon 
Warriors roleplaying rules. 

We hope they not only 
enjoy their prizes but also 
the fascinating hobby of 
role playing games. 

The winners are Mrs 
Ray ner /Surrey, Tain 
Coward /Cumbria, Mr 
Wagland/Reading, David 
Neale /Dorset, Ashley 
Adamson/Romsey, R, 
Whemwell/Glasgow, Peter 



Tsang/Herts., David 
Butler/County Antrim, J. 
Grant /Raf Germany, 
Richard Smith /Hinckley, 
Lisa Hadcock /Manchester, 
Chris Eimett/Surrey, Alan 
Ashcroft/Cheshire, Mat- 
thew Barber/Cornwall, 
Nick Marshall /Newbury, 
Shaun Palmer/Port- 
smouth. Louis Polycar- 
Eou/Middlesex. s. 

ee/ Huntingdon, Leif 
Findlay /Forfar. Steve Mit- 
chell/Basingstoke, R. 
Pearce/High Wycombe, R. 
Keeley/Oxon, Richard 
Moulton, Devon, Alistair 
May Elgin and Mrs T. Dut- 
ton/Kent, 



Endurance 
Competition 

This competition was quite 
simple. All we asked you to 
do was list aB many words 
as you could using the let- 
ters from the word 
Endurance. 

The winner, Richard 
McLuckie from Falkirk in 
Scotland found a staggering 
154 words and earns his 
prize of a day out at Donn- 
ington Park and a Disc 
camera. 

The following five run- 
ners up win a remote con- 
trolled "speed rider" bike 
plus a copy of the 
game .... Jason 

Hall/Essex, Guy Beeten- 
son /Sheffield, Fiona 
Chalmers/Moray shire, 
Kenneth Reid/Strathclyde 
and Iain Ball from Coven- 
try. 

Finally the following 
receive a copy of CRL's bike 
racing game Endurance . . . 
T. Catley/Surrey, Gordon 
Duncan/Falkirk, Robert 
McGrall / Wakefield, David 
Con don/ Kent, Richard 
Pearson/Chelmsford, Alan 
Brownless/Peterlee, D. 
Bauernfeind/ Luton and R. 
Murphy from Horsham. 

Congratulations to all 93 
prizewinners and I hope 
you enjoy your prizes and 
continue to read and enjoy 
Computer Gamer. 




SOFTWARE 



SPECIAL DEAL FOR 

ATARI 
400 / 800 / XL / XE 

HIRE your first 2 games FREE 
from our extensive range of soft- 
ware. Up to the minute releases 
available. Apply Now) 

OR 

BUY all the latest software titles at 
best possible prices. (New re- 
leases available direct from U.S.) 

Alar) hardware and modems now 

available at discount prices. For 

further details send S.A.E to: 

CHARNWOOD GAMES 

30a WARWICK AVENUE. QUORN, 

LOUGHBOROUGH, 

LEICESTERSHIRE. 

TEL: 0509 412604 



SENSATIONAL Postal Software 
Bargains for Amstrad. Atari, B8C. 
Commodore (All Formats), Elec- 
tron. Speclrum. For Free List send 
a SAE or Phone Teletex Cleck- 
heaton 0274875299. 28 Brooklyn 
Court, Bradford Road, Cleckheaton, 
W. Yorks. 



ATARI 




REPAIRS 



SPACEBALL - Two arcade pinbaM 
games both with a space-age theme 
on a double-si ded cassette. £6 POST 
FREE 

XL/FIXER will allow you to play your 
new XL or XE computer the games 
originally writlon for the old 400/000 
range. Tape version £6 disk version 
£10 post free. 

STOCKSOFT 
15 Woodbrooke Road, 
Birmingham B30 1UE 



HUGE SAVINGS 

on our enormous range of arcade, ady 

utility. educ t software for 
AMSTRAD, CBM1fi,CBU- 4, CBMW. 

DRAGON. MSX, ORIC. OL. VIC-20. 

Prices start at £1.50 SendSAEforpnco 

hst (stating micro|a>) 

RAMESES (DPTADV4), 

12 Wintley Road. Colchester, 

Esse. C01 2DG. 



SPECTRUMS, 

COMMODORE, 

DRAGON AND BBC 

REPAIRS 

Air Speclrum* also have essential 
modifications fitted and are completely 
overnaiitiTij wilh 6 month guarantee £20 

ill *ndu34ve 

Free estimates tot CBM, Dragon and 
BBC 

M.P. Electronics, (Ocpt (G) t 

The Laurels, Wondllng, Dereham, 

Norfolk NR19 2LZ. Tel: 0362387 327 



BEAT THE OPPOSITION WITH 

COMPUTER GAMER. 

FOR DETAILS PHONE STUART 

TAYLOR ON— 01-437-0626 



WARNING NOTICE 



Advertisements placed in this magazine are to be in strict compliance with our standard conditions 
(copies of which conditions are available on request) and on the clear understanding that the advertiser 
warrants that his advertisement(s) does not infringe any copyright or condition of sale of any interested 
party in the advertised product- 
Further, the advertiser indemnifies the proprietors of this magazine in respect of costs, damages or any 
other claims brought against them as a result of legal action arising from the publication of the 
advertisement. 

Any breach of these terms or the said conditions may result in prosecution of the advertiser by the 
proprietors. J 
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CLASSIFIED DEPT. (CG) A.S.P. Lid., 1 Golden 
Square, London W1. 

CLASSIFIED RATES — 40p private perword. Semi 
display £9 per single column centimetre plus VAT. 
Series rates on application. Please note that all 
classified advertisements under £20 must be pre- 
paid. All cheques or postal orders to be made 
payable to A.S.P. Ltd., (P.H.) 

Telephone Stuart Taylor 01-437-0699 
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UTILITIES 



FOR HIRE 



FOR SALE 



MIDLAND COMPUTER 
LIBRARY 

ATTENTION Commodore, Amstrad, Alan, BBC & MSX Users 
A SUBSIDIARY OF PLATINUM GOLD 



* OVER 7,000 different titles available for hire for the COMMODORE, SPECTRUM, 
ELECTRON. BBC. AMSTRAD, ATARI, and MSX computers 

* ARCADE, ADVENTURE, EDUCATIONAL and BUSINESS software too. 

* HIRE PRICES from only 75p INC. PAP. 

' 20*t DISCOUNT off all purchase software. 

* FREE CATALOGUES. ' 

* FREE HINTS AND TIPS. 

1 FAST RETURN OF POST SERVICE (if reserves are given). 

* ALL GAMES manufactured ORIGINALS with lull documentation 
.! OVER 6.000 satisfied members. 

* EUROPEAN mernocrs welcome. 

* Full computerised system keeps track of your order. We pride ourselves in being 
the most pio'essionai Hire Library m the United Kingdom, with stall of 14 who 
knows what the word service means Backed by our own software company and 
programmers 

* LIMfTED PERIOD ONLY FREE MEMBERSHIP, 



MIDLAND COMPUTER LIBRARY 
28 College Street, Worcester WR1 2LS. Tel: 0905 611072 

Please rush me my catalogue t enclosing £1 to cover costs, refundable on joining. 

Name: 

Address 



Q 



FOR ADVERTISING DETAILS PHONE 
STUART TAYLOR ON 01-437 0626 



ATARI 400/600/800 XL 
SOFTWARE 

WC Fwfl jn 4ll L ruurd selecittn of rti tta . castttta and 
caflrktje* FOR HIRE Apoly W* *rrf *"* v 
tain prms liao Aram:* i oOci Mt wi urinal hito 
Fin Ci ctoiailttKMd tap stacked aOOtciStftPVQKfc 
or Wephons evminof 7pm - iQpn v *«fctnfr 

LOW ATARI PRICES 

1050 DISC DRIVE Cl31 50 (WW \ttx 

130 KB* flSCOOff- M«T 2049 £165-95 port 

Ine 

130 Ut 1050 DRIVE £257 00 

130 XB £127 90 

Ajitc sen AraJiq maaunB avadjole 

BE5T0UA11TVDI&CS 

UnUodfcdSOfSS £11 96 tar Hlpetl \m 

reOtttoMOQpoji \m 

<$ 5 f 14 % tor 10 Kal Urn 

GOXESOf 1D0D;DDf:iH95 

AURi i£0 ST PACKAGt C?2995 P05T FREE - 

lOTflEf 0I5CS 

Memo** W **tt S S ;0 Boats rf 10U 

BUS 

KAPPV BlHANCEM&T FOfi THE 1C60 DRIVE 

C149 90P0ST FfiFF 

*AW a S0FTWME CLUI 

1*L CG tt murf ftoC Tilbury Out 

iutfvtud SRI *P0 Tit nm Z66351 



SPECTRUM Tape Library Free 
Membership Over 300 games. 
Educational Utilities. For details 
send SAE 'Soft By Post 1 ; 14 Blakeley 
Avenue, Wolverhampton. 



FOR SALE 



rilTURESHiitK 

t* IN SCOTLAND 

P 200 Woodlands Rd, Glasgow. 

G3 6LN. Tel; 041 333 0784 

Gats inftfuM range of new US ind British 5F 

paper becks comic& end fnedte mags. 

Together with thousands of becfc inun 

ana eocond-fienO tlltefi 6 board games . 

standing orders. portfoiioi h hardbacks. 

T-shirts elc. 

Send a second ciaii stamp for causlug ue 



JOKES 




FREE 

Britain a No: 1 Joke 

Catalog ua pocked 
with over 500 practical jokes from 5p 
Stink oombs, Whoopeo cushion wob- 
bly lager glass, laxative lea bags 
smoke bombs, wlllle sugar, cigarette 
bangers, joke blood, sick. mess, soap 
sweets, wet jokes, exploding jokes, 
magic tricks, party fun kits, masks 
mafce-up, sea monkeys, girl atrip pens, 
adult party packs, saucy novelties 
naughty presents, posters, badgers 
the complete Joke Shop by Post. 
Send 13p stamp with your name and 
Address for bumper colour catalogue 
and Free Gift to: 
MATCHHITE. THE FUNNY BUSINESS 
(Depl CG) 187 WINCHESER ROAD. 
BRISTOL BS4 3NJ. 



0DYSSIY7 

Science Fiction Specialists 
Books. Comics Magazines, Postera. 

Soundtrack* T*stiTrtB md QtnM 



Manchester University Precincts 

Oxford Road, Manchester M13 QRN 

Tel: Ofll-273 fi8G6 

Open Mon-Sat 9.30-5.30 

ALSO NOW AT; 

Unit 6, Harrison Street, 

OH Vicar Una. Leeds 1* 

Tel: 0532 426325 

MAGAZINE AND POSTER CENTRE 

(Large range ol computer magazine*) 

21 Hanging Dllch. OH Corporation St. 

Manchester 4. 

Teh 091-932 7044 



COMPUTER GAMER CLASSIFIED ORDER FORM 



1. 


2. 


3. 




4. 


5. 


6. 




7. 


8. 


9 




10 


11 


12. 




13 


14 


15. 
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SEND TO: 1 GOLDEN SQUARE, LONDON W1R 



Qn 



Please place my advert in CG for issues 

commencing as soon as possible. I am enclosing 

my cheque/P.O- for £ {made payable to 

A.S.P* LTD) Advertisers please add 15% VAT 
Name ..„., ..,„> „„•> .«-..». 



Address 



Phone No. 



Signature Date. 
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Mi ANGSTHIS 'HIT*YC 

s pi E c t r u m 4 8 k Interoctive'bubble'speech odds to the 
1= M ///q ^)%\ dromo of this true life detective movie 
'— '" *'*& Don t miss this picture - it speaks for itsel 



■= // J/ * JJ/ Don t miss this picture - it speaks for itself? 

: t^ I KUM 4 O K. imag ■ ./ ' - „ ... t/jftjf 

Imagine Software is available from: USE \wis\ilill r ^T~" 
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AMSTRAD 



■ = f 



iwisw -m . f .jtyft «99?y A AA S 1 RAD 

I WOOtWORTH LASKYS Rumbelows Greens. Spectrum Shops and all good dealers. 



Living on the edge of an 
eternal galaxy, battling with 
opponents who seem to be 
reading your mind, you are 
about to captain your ship 
through one of the great 
edge-of-your seat adven- 
tures of the 35th Century. 



Sitting on a mother lode of 
rich mining deposits, a new 
quadrant called the Parvm 
Frontierjsamecca for sett- 
lers; entrepreneurs on both 
sides of the law; and some 
of the worst scum in the 
universe. 



These space carrions have 
been the scourge of the 
shipping lanes; and as 
things stand now they are 
on the brink of starving out 
the entire quadrant and 
holding it hostage. 

No wonder the inhabitants 



of the Parvin Frontier will 
payalmostanythingtoany- 
onewhocangetthroughto 
them with a freight ship full 
of supplies from the outside 
world. 

But it's a tall order to fill, 
even for the experienced 




captain of the Psi-5 Trading 
Company; because, need- 
less to say, these maraud- 
ers are not going to take 
too kindly to any last ditch 
efforts to spoil their little 
intergallactic carnage. 

So, if you're ripe for a stiff 



. Space 
FreighterCaptain, your ship 
just came in. 

Choose your crew care- 



I 



TRADING 

COMPANY 



fully. For 10 years At Zott 
has been shooting enemy 
attack cruisers to smither- 
eens.but will his hot temper 



•I'&lUMll (I » IMI > * 1 "lAi" » I 



choice for weapons expert 
iscrifical. You have a wealth 
of talent to choose from; 
but will your pick hold up in 



the heat of the battle? 

As captain of the Space 
Freighter, you must cons- 
tantly delegate authority 



ii1iri!iliT«lllMii[lHii 



With space outlaws on the 
horizon, what do you repair 
first-the defence shields 
or your weapons? 



Keyboard or 
Joystick Controlled 
Choice of 
Specialist Crew 
Inter-ship video link 
External view port 
On board Computer 
Navigational 
Cockpit 



Mtirmicictutoil umtor bcencti by US GoW ird 
Unit 10 The Parkwov liMJuslrwl Centre 
Heneoge Street. Birrrungflam 67 4LY 

* Screen « seen on Commode* e 64 






